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Williams ops the ante witl 
MK Tiilogf. ore selectable 


chaiacters. 


. detailed back- 


ymonds. Explosive new Brutalities. 
Betcha can't figbt just once! 
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trend from mindless action 
up the ladder to 


Comic Relief 

J have been a subscriber for 
about a year now and I like 
the changes you have 
made One change I do not 
like however is the cover I 
like the glue binding better 
because my magazines with 
staples in them tend to fall 
apart, I also noticed you cut 
down on pages, I don't like 
that either. And last but not 
least I think you should 
bring back the comics, they 
were cool. 

Eli Barry 
Nevada City, California 

Thanks for the suggestions, 
Eh Flip to page 24 for a 
"coo/" surprise 


I just got Super 
Mario RPC for my birthday 
and it is great! The battle 
modes are so easy to com¬ 
prehend that my 5-year-old 
brother plays like a pro The 
countless mini games, great 
graphics, hidden treasures, 
and numerous jokes about 
Mario's mustache give this 
game the highest 
replay value of any 
RPG , even Chrono 
Trigger. Thanks for 
such a hilarious 
you rule! 

Anson 

Spring, 

Vou fllissed a Spot* 

First, I would like to say that 
I thoroughly enjoyed the 
Classic Epics in Volume 87 
and I especially liked the 
fact that Crystalis was 
reviewed since it is, after 
all, the best game ever 
made. But I was rather 
shocked to learn that you 
claimed that "It all started 
with Zelda." That is not 
true PCs had RPGs long 
before Nintendo even made 
Donkey Kong! But even 
more than that, you were 
neglecting three games 
which were really important 
to the RPG history of 
Nintendo. The first two 
were what really started the 


more complex games 
The first being Solomon's 
Key. This game had over 
100 rooms, all of which 
were startlingly different 
That added with the fact 
that it had two different 
endings 


leap forward from the regu¬ 
lar games. Also, you didn't 
mention Rygar, which was 

first game 
on the 
NES. to 
introduce 
dual per¬ 
spectives 
(Bird's Eye 
view and side 
view). It also 
had an experi¬ 
ence system which wasn't 
truly matched until Dragon 
Warrior It also introduced 
the concept of magic aiding 
battle. And the last, 
Magician, was thoroughly 

forgotten. 
Anyway, I've 
said my piece. 
If you will, 
could you 
provide 
reviews on 
these three 
oft-neglected 
games in a future issue? I'll 
be watching 

Chris Schumacher 
via the Internet 

The games you mentioned 
are all classics by definition 
hut none of them can be 
called an epic without rais¬ 
ing an argument And , 
according to this next letter, 
neither can PC RPGs Oh, 
and by the way, Solomon's 
Key has three endings. 
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The Star Wars: Shadows of the Empire comic 
starting on page 24 is the first comic to grace 
the pages of Nintendo Power since Metroid in 
Volume 61. What do you think of this three-part 
series and about comics in general? Send us your 
opinions pronto! 
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Epicly Boring 

Recently, games like Eye of 
the Beholder have been 
getting into Epic Center 
What do they have to do 
with epic games'? They are 
just boring mazes 

Devin Anderson 
via the internet 

Psyche Souffle 

Yes, J love your magazine 
and all but you print 
Waaaaayyyy too much info 
on the N64 My brother 
and I probably won't get it 
until Christmas and show¬ 
ing us all this coverage on 
the N64 will just rip our 
psyche to sh r eds! 

Gregg Fuller 
via the Internet 

You should feel lucky 
Gregg, imagine all those 
poor fans who won't be 
getting one this year at all 1 

Let’s Argue, Shall UJe? 

I would like to see more 
arguments, such as the dis¬ 
pute over Sarah LeBrie's let¬ 
ter about girls in games. 

I thought it was very inter¬ 
esting hearing about other 
people's thoughts over that 
issue. I might like to start an 
argument over people ask¬ 
ing you to put reviews of 
arcade games in your mag¬ 
azine. This magazine is 
about Nintendo products 


I mean that's why you 
named this magazine "NIN¬ 
TENDO POWER" not "NIN¬ 
TENDO POWER AND A 
FEW ARCADE GAMES 
POWER " 

Ryan Coulston 
via the Internet 

Douinload the Goods 

I just wanted to say that the 
Nintendo web site is 
GREAT except for one 
thing No videos! It 
would be a lot better if 
it were possible to 
download videos of 
games on the web site. 

Sebastien Rossignol 
Quebec , Canada 

lllho Cares? 

I would like to say that I am 
sick and tired of people 
writing letters about wanting 
the old manila folder back¬ 
ground in Classified 
Information What differ¬ 
ence does it make what the 
background is? Even if the 
background was pink it 
would still have the best 
information on all the 
games. What are you more 
worried about, the back¬ 
ground or the information? 

Mike Stewart 
ML Morris, Michigan 


IHore or less 1 

I just wanted to say that 
Super Mario 64 at E3 was 
most impressive DKC 3 and 
Kirby Super Star looked 
great, too But Game Boy 
Pocket? What's the point? 
Who's really going to shell 
out more dollars for some¬ 
thing that's a little lighter 
and smaller? 

Richard Caywood 
Colorado Springs, Colorado 

Lighter, smaller, and most 
importantly an improved 
screen with higher contrast f 
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No surprise at who's atop the first-ever Nintendo 64 chart Why, it's the 
world's most popular plumber* Mario continues his domination of the 
Super NES chart, too, with his fourth straight month in the number one 
slot Do you want to be heard? Vote it loud by sending m your Player's 
Poll card at the back of this issue* 
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O SUPER MARIO RPG 

Nintendo : 

1 

1 6 

Q TNE LEGENO OF ZELOA: 

A LINK TO TNE PAST 

Nintendo 

♦ 

4 

♦ 

♦ 

- 56 

♦ 

O DONKEY KONG COUNTRY t 

DIDDTS KONG QUEST 

Nintendo 

3 

♦ 

12 

4 

CHRONO TRIGGER 

Squore Soft ■ 

2 

15 

5 

TETRIS ATTACK 

Nintendo : 

♦ 

9 

■ 3 

♦ 

6 

SUPER METROIO 

♦ 

Nintendo :• 

• 

8 


7 

KEN GRIFFEY JR. 'S 
WINNING RUN 

♦ 

♦ 

♦ 

♦ 

♦ 

Nintendo - 

♦ 

6 

♦ 

5 

8 

SUPER MARIO WORLD 2: [ 
YOSNI'S ISLAND 

♦ 

♦ 

* 

•4 

Nintendo * 

♦ 

5 

♦ 

♦ 

♦ 

. 12 

9 

FINAL FANTASY III 

Squore Soft ’ 

7 

22 

♦ 

10 

DDNKEY KONG COUNTRY 

Nintendo 

II 

24 

II 

KILLER INSTINCT 

Nintendo 

10 

' 16 

12 

SUPER MARIO KART 

Nintendo - 

12 

42 

13 

MEGA MAN X3 

♦ 

Copcom 

- 

5 

14 

EARTHBOUNO 

Nintendo ; 

- 

14 

15 

LUFIA II 

♦ 

Noisome 

NEW 

■ 1 

16 

FINAL FANTASY II 

♦ 

Sqoore So It ■■ 

14 

• 

II 

17 

MORTAL KOMBAT 3 

♦ 

Willioms ! 

15 

: II 

18 

BREATN OF FIRE II 

Accloim ■ 

16 

• 5 

19 

OGRE BATTLE 

Enix 

- 

♦ 

7 

♦ 

20 

SECRET OF MANA 

Squore Soft ' 

17 

20 



t5p five 

FOOTBALL GAMES 

’falling leaves, the crisp cool weather, muddy cleats, the 
Ybenng crowd, touchdownl Yep, it's football season 
once more Here’s an ell-star lineup of gridiron faves for 
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RIO 64 (N64) 

3. MORTAL KOMBAT TRILOGY (N64) 

4. CRUIS'N USA (N64) 

5. KILLER INSTINCT (N64) 

6. STAR WARSt SHADOWS OF 
THE EMPIRE (N64) 

7. DOOM (N64) 

8. PILOTWINGS 64 (N64) 


9. SUPER MARIO RPG 


10. MISSION IMPOSSIBLE 


(N64) 
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TNE LEGEND OF ZELOA; 
LINK'S AWAKENING 

♦ 

Nintendo 

1 

42 

© 

OKI 2: omrs konc ouist 

Nintendo 

4 

. 2 

6 

TETRIS 

Nintendo 

3 

47 

4 

DDNKEY KONGLANO 

Nintendo 

7 

21 

5 

TETRIS ATTACK 

Nintendo 

2 

1 2 

6 

SUPER MARIO LAND 2: 6 (0 f„ i s m 

Nintendo 

5 

: 47 

7 

METROIO II: rcturn of safaus 

Nintendo 

6 

1 58 

8 

WAR 10 LANO: super mario land 3 

Nintendo 

8 

26 

9 

KIRBY’S OREAM LAND 2 

Nintendo 

- 

1 10 

♦ 

10 

KILLER INSTINCT 

Nintendo 
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SUPER MARIO 64 

♦ 

Nintendo — : — 

2 

PILOTWINGS 64 

Nintendo — : — 

3 

WAVE RACE 64 

Nintendo — — 

4 

STAR WARS:sHADom of m mrm Nintendo — — 

5 

TURDK: DINDSAUR NUNTER 

Accloim — , — 
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PHDIME DIRECTORY 


fl Ulhole Item lllorld 

When I first saw pictures of 
Mario 64, I was skeptical I 
didn't think it could be that 
good. It was not until I 
played it that I was truly 
blown away. It was like I 
was in a whole new world, I 
could do WHATEVER I 
WANTED 1 It was incredible! 

I couldn't believe my eyes, 
and I never wanted to leave 
the world of Mario 64, but 
the Nintendo official ended 
up pulling me away so oth 
ers could try. The very next 
day I went to a local video 
game store and reserved my 
own copy of Nintendo 64 I 
cannot wait until September 
30th, school or no school, i 
cannot wait! Well done 
Nintendo* 

Craig Sutherland 
via the Internet 

Hey Craig; take note The 
launch date has moved up 
to Sunday, September 29th! 
Don't expect Mano to write 
you a note if you play 
through school on Monday! 


Volume 84 Grand Prize Winner Kris Lehman of 
McAdoo, Pennsylvania, took a once-in-a-lifetime 
trip to Atlanta to witness a once-in-a-century 
occurrence Kris and his mother Dianne took part 
in the opening ceremonies of the Centennial 
Olympic Games and hung around town for four 
more days of basketball, rowing, and gymnastics 
galore Between events Kris partied at Hard Rock 
Cafe and visited the Nike complex, where he 
measured up to some of the world's best athletes. 


Pre-recorded Game Tips and 
Future Product Information 

Mow* obott recent retain**apeomin? 
games (or ell Niatoado ayatontt- tftlp for 
osy Super Mario ^me tor til* NS4, Super 
NES aari NES, cay Zalrio yam*, fflotWmga 
B4, Lull* 2, Chrono Trifl***. Stcrot of 
Evermoro, Brenth of Fira, Breath of Fir* 2, 
Final Fatitauy 3, EorthBotnd, lllualon of 
Gaia, Oonkoy Kong Country, Donkey Kang 
Country 2. Onntay Kong Lind, Sopor 
Matron], Killer Instruct, Mortal Kambot II, 
Mortal Komtiat 3, and Sopar Fw-nshDal'l 

Tlii* call may b* I*uq tfisunco, •• bo saro 
to got permission tram whoovar poya tho 
phaua bill tafere yao call 


TALK TOT A 
■GAME 
COUNSELOR 

l-900-28iy§&ir 

UJi. 95« par iiUnuta 

1-900-45^ 

Cunaiki «1.es par mlnuta 

6 a m -8 p m. Pacific tint, 
Monday- Saturday 
C a m 7 pm. Sunday 
Cullers onder oqu IB ntad to alrtaifi 
parental permtasionto Mil* 


FDWE 


Power Source 
on America Online 

To aign up: 1- 330-827-G3B4, Ext. 123BB 
To accMi the Soutc*: Keyword NINTENDO 

Nintanda Ptwer m tha In tonal: 

WWW.NINTENOD.COM 

e-mail: Ninlendo@Niniendo.com 
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1-800-255-3^00 

( 1 - 800 - 422-4881 TDD) 

Eem-fipm Pacific tuna, 
Mondoy-Sotarrity 
6nm.-7pm Sunday 
French- oad Spanish-apaeking 
rapreMototivoa era availaiilo. 


RETRACTION 

We goofed! In Volume 88 
we told you that your N64 
would not be packaged with 
an A/V cable for connecting 
to your IV. Well, we take 
that back Now even those of 
you who don't own a Super 
NES and the A/V cable that 
came with it will be able to 
hook-up hassle-free See this 
month's Pak Watch for com¬ 
plete hook-up instructions 


That's-a-nght! 
The N64 does- 
a-come with 
an A/V switch. 


WRITE AWAY RIGHT AWAY! 

Is your household being Tetris Attacked? Has Mano 64 
replaced someone’s Saturday morning cartoons? How much 
time Is your Game Bog Pocketing? Send us the goodsl 

NINTENDO POWER PLAYER'S PULSE 

P.O. BOX 37033 
REDMOND, WA 98073-9733 
E-mail: NOAPulse@Nintenda.cam 
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MORTAL KOMBAT TRILOGY 



lures make this Mature-rated game Recommended 
for players 17+) a fighting tour-dc-force. We'll open 
with a brief run-down of what's new before we dig 


selves in porting over Mortal Kombat Trilogy 
to the N64, even ramping up the graphics and 


special effects in the process! Awesome new fea- into the meat of this latest chapter in the MK saga! 



The Aggression meter will tell you 
who's takin' a lickin' and who's still 
tickin', fill 'cr up for a Shadow 
move payoff...and maybe something 
even better! 






RUTAUTY 


You knew it was only a matter of time before the game 
gurus at Williams would add yet another -ality to the list 
of outrageous Mortal Kombat finishing moves. With the 
new Brutality in your repertoire, there won't be enough 
of your opponent left to fill a doggy bag! 


The new 2-on-2 and 3-on-3 
Kombat options allow up 
to six players to take the 
. controls in a totally 
V raucous tag team 
r., endurance match! 
IB These modes play just 
like the endurance 
"I rounds seen in the 
one-player tourna- 
liti ment 


i *«ter niton 


except that 

V both sides are allowed W V CT-wtc W 
to select multiple kombatants. You can mix andmatch 
your fighters to counter any threat to your supremacy. 


All your favorite MK, MK li and 
MK 3 battlegrounds are here, 
boasting more detail and more 
animation than ever before. Ihere 
are also several new arenas in 
which to host your deadliest bouts. 



















Five New Kombatants 


You may have fought some of them before, but now you get to be 
them! Five fighters join the ranks of the selectable (combatants, includ¬ 
ing fan favcs Noob Saibot, Rain and Ermac, |-- — 

Some fight for the forces of good, some 


Are you e good ninja or e bad ninja? 
It's a good thing they have different 
colored costumes, or we'd never 
know who we're fitting! 


TOUPN AMENT 


Looking for a really good fight? Now you don't 
need a code to find out which one of you is truly 
the best of the best. The Eight-Player Tournament 
mode will allow you and your opponents to 
fight for the title in a simple elimination 
competition. If you take the top spot, you 
Is ‘A may also take home a juicy reward...if you 
1 * choose wisely, that is! 
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MORTAL KOMBAT TRILOGY 


• “ The MKT artificial intelligence 

is tough, but you can take 
advantage of a couple of patterns 
on the low to middle difficulty levels. The com- 
putcr-controlled characters sometimes operate in 
a "my turn, your turn" mode, where they'll attack 
and then pause, giving you an opening. Your 
opponents may retreat if you attack during a 
pause phase, but they won't respond until it's 
"their turn." Opponents may also let themselves 
be hit by a particular attack or 
respond to it in the same way for 
most of a round. You may be able 
to knock someone down to about 
40% energy before they start 
blocking that attack. MMM 


m » * HIT* 

31% PfiNfiGB 


The Aggression meter works like the various power bars in 
other fighting games; the more you hit your opponent, the more 
energy you store up. Normal punches, kicks and combos (not spe¬ 
cial moves) work best. Once your meter is full, you'll 
begin to "shadow," and you'll be able to puff off some '©■« jSS , K 

extra-special moves. As for the new Brutality, just punch 
in the proper control sequence while your opponent is 

reeling, and you'll unleash a storm of jacks and punches pm/Ka 

that will eventually reduce your victim to a squishy sm 
pulpl Can you say, "food processor?" •* I* 
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MKT offers the career kombatant more multi-player options than any previ¬ 
ous MK title. You can set up multi-player challenges any way you want to 
prove once and for all who's the King of Pain or the Diva of Damage. C'mere! 


Endure 


w The 2-00-2 and 3-on-3 Komb.it options allow players 
to go to the mat in a tag team endurance match. 
Each player chooses two or three characters. If 
one character is defeated, the next takes over. 
mU Each round continues until all the fighters on a 
■W team are history. If one of your buds is an expert 
with a certain fighter, pass off the controller to 
him or her when that fighter's turn comes up. This way, up to 
four or six players take part in the match, depending on the 
option you choose. 


ROUND 


Tourney Terror ^ 


I If you're skilled (or foolhardy!) enough to stand on lu-J 
l your own, you can plunge into the Eight-Player 
] Tournament option. This pits up to eight brave *.«iuf#rs 
/ souls against each other in a simple elimination 
/ tournament. Eight become four, four become two, ^ 
l and then the final duo battles for the right to choose ^ 
a "reward." This is not without risks, though. m 
Depending on the Kombat Kode symbol you select, H * ai 
you may be shown a display of Fatalities, have your 
future foretold, or be given the "honor" of balding 
tiie worst of Shao Kahn's minions in an ultra-tough 
endurance round! r - -— 




YQQH NEW P HO MS THE OPPORTUNITY 
TO WITNESS THE N0NT W0YS TO 
DEFEAT YOON OPPONENTS- 

F0T0UTY PENONSTNOftONONE - 


TOO NOPE 0 


CHOOSE i 


WISE Iff 
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Even old kombatants can learn new tricks. Rayden's Reverse Lightning blast will fly off the screen 
and crash into your foe from behind, while Baraka's Whirling Blade attack (which began as a glitch 
in an earlier MK game) makes its official debut here. Even some , < Ttun 

combos have been tweaked, including Sonja's six-hit head buster, nMn&m 
which now has a nasty juggle thrown in for added abuse. r • m * 


They're mad, bad and dangerous to know! Here arc the newest Mortal 
Kombatants, complete with their signature special moves. Will you tap an untried 
fighter, or will you stick to an old favorite? Make your picks and take your chances! 


Once a fugitive from Shao Kahn's extermination squads. 
Rain has betrayed his world of Edenia and himself by 
agreeing to fight on the side of evil. 


T RflCTOR 


Tum on the power by pressing Back, Back 
and High Punch. You'll call down a bolt of 
lightning from the heavens to shatter your 
opponent's dreams of victory. With power 
like that, it looks like you could give 
Hayden a run for his money! 


Rain's Tractor Fireball is one of the best new moves 
Press Down, Down/Forward, Forward and High 
Punch to toss out a cool, blue fireball. Once 
it strikes its target, you'll be able to move 
your opponent around via the Control / 

Pad. Set 'em up and ' / , 

knock 'em down! "li£9BH9^H3E3 
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Jade has been ordered by Shao Kahn to bring die treasonous 
Princess Kitana back to Outworld. She will be forced to choose 
between betraying her childhood friend and her emperor. 


Boomerang 


This defensive move will render 
you invulnerable to projectile 
attacks. Press Back, Forward 
and High Kick to activate it. 
tt will force any no good, 
fireball throwing from-across- 
the-room-spear-hurlin', can't- 
take-it-on-th e-ch in-for-nothin', 
current and former Lin Kuei 
ninja types to finally get up- 
close and personal! 


Jade's razor-sharp Boomerang 
can hit any part of a chal¬ 
lenger's body. Press Back, 
Forward and then High Punch, 
Low Punch or Low Kick to tar¬ 
get the head, body or legs of 
your opponent. Hello, viewers! 
- mn ot H's slice and 

^ dice time with 

i rr^f your favorite 

i Kfc ninja cbef, Jade! 


Cruise into action with this 
powerful sliding kick. Press 
Down, Forward and Low 
Kick to set yourself in 
motion. The only problem 
with this flashy move is that 
once you execute it, you'll be 
in a stall for about two sec¬ 
onds. If your intended victim 
successfully blocks your 
attack, you'll be in for a 
world of burt, for sure! 


The origin of the brooding warrior known as Ermac remains 
shrouded m mystery. Rumor has it that he is the embodiment 
of the life forces of three slain warriors, brought back from 
the nether regions and fused by Shao Kahn's foul magic. 


Teleport Punch 


Fireball 


Press Down, Back and High Punch to disappear in 
a ball of flame, only to reappear on the opposite 
side of your hapless SoSfl 

foe and deliver the • ."Ml • § 

mother of all sucker ^ 

punches! It's a quick ^ll.r 
move and very tough 
to counter, even 
when it's expected. 


If there's anything the "mysterious 
ninja" knows how to do, h's throw a 
good Fireball! Press Down, Back and 
Low Punch to try out Ermac's puls¬ 
ing, emerald green version of this 
perennial MK favorite. 

W rr* ’ 80 WJHi ;. 









MORTAL KOMBAT TRILOGY 




Noob Saibot is one of the Brothers of Shadow, dark warriors who 
serve a fallen elder god in a dimension far beyond the borders of 
Shao Kahn's realm. His mission is to observe the conflict between 
the Outworld and Earth and report back to his ominous lord. 


Booy Double 


Ghost 

Fireball 


Double your pleasure and double your 
fun by pressing Forward, Forward and 
High Punch. Your double will grab your 
opponent and toss him or her back over 
his head—right at your waiting fistl 


Press Down, Down/Forward, 
Forward and Low Punch to 
unleash a seething cloud of 
negative energy that will 
engulf your opponent. We 
must admit, bad ol' Noob 
makes the old seem new {and 
cool!) again. 


Press Down and Up for a quick shift in your pri¬ 
orities. You'll shoot up off the screen and liter¬ 
ally pop up somewhere else. If you're on target, 
you'll grab your opponent and give him or 
her a face-to-face introduction with the 
cold, hard floor! --. • 


Betrayed by the tin Kuei, Smoke has *' 
their third * yborg assassin, charged with seeking 
out his former friend and ally, Sub-Zero. 


T RIOENT 


Invisibility 


Mimicking the Spear move he 
used when he was fully human, 
the Cyborg Smoke now uses a 
high-tech Trident instead. Press 
Back, Back and Low Punch to 
cast your line and reel in your 
prey. Be ready with a combo or 
a quick uppercut to turn your 
opponent into fish bait! 


This trick is only for the cleverest cyborgs. N • 
only will your opponent not know where you are, 
but you often won't know where you are, either! 
Press and hold Block (optional) and then press 
Up, Up and Run to become invisible to the • 
eye and all enhanced cyborg senses. 
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10 Grand Prizes 
include: 

One waik-on role on the 
hit Nickelodeon series 
"The Secret World of Alex 
Mack" including a trip for 
four to Los Angeles, plus 
a Nintendo 64 system 
with a Super Mario 64 
Game Pak. 


10,000 

1st Prizes: 

One free Nintendo 64 
rental package with 
hardware system and 
one game for three 
evenings at Blockbuster 
Video. 


I/Lf ?VIAi;fcS IT EA8 If 


DEftYi 


Nintendo Power scored game pieces for all subscribers, now it’s up to you to win! Take the 
game piece out of your magazine and watch for the red dot on the new half hour of "More 
Nickelodeon" October 7th through October 20th every night at 8:00 p.m. Eastern/ 7:00 p.m. 


Central. When you see the red dot, hold the scrambled image of the game piece up to the tele* 
vision screen to reveal the secret message. The next time we see you, you might be on TVI 


Mmt prim amt bo « 1V9Q/4& £**ood pt 'izm 

difrra mutt b*mctiv*d#t idtir* t? shown in oftioMrutaty n/30/96 S«t tfffchrt nrt«* bnipna 
pioc* for dotill* on how to claim your pite«. 





Oh the places you’11 goVand the things you’ll think—when the 
magic of Jim Henson productions brings to life the world of 
Dr. Seuss and his fftfnous feline, the Cat in the Hat. From 
Horton the Elephahx to the Collapsible Frink, you’ll meet old 
favorites and some new faces too. 


Nickelodeons newest Nicktoon is about a fourth grade kid 
who’s got jjfreet smarts, imagination and a head Shaded like a 
football, lyeet Arnold, a city kid whose problems are a lot like 
yours: playground bullies, crushes, school plays and more. 
With a little help from his best friend Gerald, Arnold always 
finds a unique /way to solve them. / 


MdofAhxMack 


Alex li|ack wasn’t born with special powers. In fact she was 
pretty ^veragO until she was doused with a top-secret com¬ 
pound Jin a freak accident. Now she can turn herself Into liq¬ 
uid and shoot bolts of electricity out of her hands. But Alex 
isn’t a superhero. She’s using her powers for a job much 
toughsjr than fighting evil—surviving the ups and downs of 
junior high school. / .. . 


en animation goes KaBLaM!? Find 
etch comedy show crammed with | 
and June, two cartoon kids, host M 
their own show from inside a comic book filled with all 
different tapes of cart«OTfS*w / 


What h$ppe 
out in this, n 


FvG-iTsn smjIVffl 

Follow the adventures 
duo who dauntless^ c 
dream about, but few \ 
schemes always incltri 
his buddy’s infectious 
for a bumpy ride filled 


Kendfi Rockmore and Kel Kimble, a 
m after me things most teenagers 
e xfi^pursue. Ken an’streams and 
tWToyal pal Kel who, unable to resist 
frpsiasm, inevitably finds himself aUfri 
th wild predicaments. i I 


Sundays 


Mondays & Wednesdays 


Tuesdays & Thursdays 


Fridays 


Saturday 


•LoCKlMWt : vir^eo tm** tfrdWrWHqf ’ ErBlSS^pii 

O irmAiVic r^htw^«tvW.^lnt®d In tbs V SrA. 

IWIJi ltfDht*iWrvtd WorMwCf. S mm <fl-Efr.Su— fete skit Lu1« 
























K f Watch. Once 

/ave Race 64 hits 
each this fall, the 
iside action on TV 
be found on the 
intendo 64. 
There’s never 
been a game l 
that looks or j 
feels anything I 
ike this: realis- I 
wave action, I 
mr - w aynamic control, ■ 
—jjjj stunning 3-D cours- “ 

es with graphics ^ 
effects that rival reali- mKM 
ty. Whether you’re rac- flM 
ing for the championship or 
hot dogging for stylin' 
points. Wave Race 64 deliv- JM HI 
ers fun, sun and thrills. Get (^Vl 
set for a teeth-rattfing Tour 
de Surf in the next four pages. As 
^or the Japanese screen text, 
— ^ we just couldn’t wait for the 
JU ym% translation. Next month, 
MB k we’ll have it all for you. 


How many ways are there to play? Let me count the 
waves You can race for the championship, challenge a friend, master acro¬ 
batic skills or set new time records. Wave Race 64 also contains three levels 
of difficulty and Dolphin Park, where you can practice your wave-hopping 
without clocks, judges or opponents to stress you out. f Jj 


Who rules* the waves in your housed There's only one way to find out. 
Plug in two N64 Controllers and select the Two-player Mode for a match 
face to determine the best in your nest. Each player chooses a jet ski, 
you agree upon a course, then the race begins. The vertically split screen 
shows the watery course-times-two with all the 3-D details intact. You 
can even set a handicap to even things up between beginning and 
advanced ridere*^S9jHHII^^9l9naK#> 
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As you zip about on the waves of Dolphin Park, per¬ 
fecting your acrobatic skills and general skimanship, 
you'll notice friendly dolphins racing ahead of your 
bow No, you can't hit the dolphins 1 They are too 
quick and they don't trust crazed jet skiers at all 

You'll find jumps and obstacles in the park that you can hit, though, 
and in the case of the jumps, it's actually the right thing to do. 
When you've caught enough air, try racing at full speed through the 
arch of rock, or diving underwater after a jump Once you feel confi¬ 
dent on your fiberglass rocket, launch into one of the competition modes 
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The four slc-ek and powerful Kawasaki let Skis in Wave Race 64 
features unique driving attributes, which are determined by the 
combination of the rider and the machine itself. Players can 


Rider: 

RyotaHayami, Japan 


Handling 

Grip. 

Collision Stability 
Maximum Speed 
Acceleration.. 

Skill Level 

Beginner to Advanced 


.3 

4 

..3 

..4 

..3 


adjust three settings: handling, engine and grip, then save the 
custom settings in the Controller Pak so they can take their own 
setup on the road to play on someone else's Game Pak. 

Rid«r: 

Ayumi Stewart, USA 
Handling ... . 4 

Grip . ... .3 

Collision Stability... 2 
Maximum Speed .. 2 

Acceleration 3 

Skill Level . . 

Beginner 



Rider: 

Dave Mariner, USA 
Handling 1 

Grip .. 2 

Collision Stability . 4 

Maximum Speed .. 5 

Acceleration .. .. 2 

Skill Level. 

Advanced 



Rider: 

Miles Jeter, Canada 

Handling 

Gnp 

Collision Stability , 
Maximum Speed . 
Acceleration .... 
Skill Level ... . 
Intermediate 
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For Hie ultimate racing challenge, enter the Championship mode 
and jockey through three circuits Normal, with six courses. 
Hard, featuring seven courses, and Expert, in which you battle it 
out on eight courses. You earn points depending on your finish¬ 
ing position, then advance to the next race in the circuit Below, 


you cm see the variety of the race courses There's something for 
everyone, from saltwater surfing to urban trawling. Every course 
has marker buoys that you have to pass on the left or right, so it's 
like a slalom at high speed 



DAY BEACH 


NSET BAY 


u tf ** 


(S 




The stunning graphic effects of the N64 
lend all of the courses a sense of reality, 
hut the low, glaring sun reflecting off 
of Sunset Bay may be the most 
impressive game graphic effect 
ever The course is choppy with 
tight turns that will keep you 
swallowing saltwater as 
you squint into the set¬ 
ting sun 


RATES 


The straights are long, but the buoys will keep you 
waggling through the waves on this sun-drenched 
race course The sandy beaches are forgiving if 
you lose control and skid up onto the land. 


It's a peaceful morning. Trout swim by in the 
clear, inland water. Suddenly the quietude is 
ripped apart by four maniacs in wet suits and hel¬ 
mets cranking thunder from their machines. As 
they surge forward, churning the glassy waters 
into a boiling froth, they catch sight of pylons 
sticking out of the course ahead and narrow, 
twisting channels 



This bustling port is 
no place for timid 
riders High tides, a 
narrow passage 
through a ship's hull 
and wrenching turns 
will test every rider 
to the max You'll 
Tnd jumps and obstacle buoys, as well. 



Surging breakers 
crash on the rocky 
shore of Castle City, 
tossing riders and 
jet skis into the air. 

A shortcut through 
the city can give 
you the edge in 
competition, but don't try it during a Time Trial 
Prepare to be punished 


a nintenoo power 
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The Time Trial mode gives you the chance to post speed records on any 
of the courses that you have reached in the Championship mode Without 
other riders on the course, though, you'll have to push yourself to the limit, 
shaving off precious seconds wherever possible. You can save your best 
time on the Controller Pak and take it to a friend's house for a Time Trial 
competition. 


# tp LJ F=* 



+ 


\ 



In the stunt mode, players shoot 
for high scores by performing 
amazing feats of balance 
« and dexterity while racing 
along at high speed. With 
a little practice, you'll be able 
to twist your jet ski in the air, dive it 
under the waves, perform barrel rolls, 


flips, handstands, spins and other special moves The course is marked by hoops and 
timed stages. Your score is determined by the number of stunts you perform and how quickly and 
accurately you ride through the course This is one time when showing off really counts 
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What follows is a chapter of the Dark Horse Comics' graphic- 
novel epic. Star Wars: Shadows of the Empire. Dark Horse has 
been publishing original Star War* comic books and graphic 
novel? since 199ij beginning with Star Wars: Dark Empire. 

Dark Empire presented an entirely new approach to Star Wars 
comic-book adventures. As opposed to earlier comic-book 
adaptations, Dark Empire closely followed the tone and style of 
the Star Wars novels. Tom Veitdi’s story tied directly into con¬ 
tinuity previously established in the books and motion pictures, 
and it brought a sense of majesty and grandeur unseen in ear¬ 
lier Star Wars comics. Additionally, Cam Kennedy's artwork set 
a new standard for the medium, with his vibrant odors and 
painstakingly detailed machinery. 


Star Wars: Shadows of the Empire picks up after Star Wars; 
The Empire Strikes Back. The Rebels are on the run after the 
Empire smashed their base on the ice-planct Hoth, The dread- 
til Galactic Emperor Palpatine schemes to deal the final blow 
to the Rebel Alliance. Luke Skywalker, reeling from Darth 
Voder's revelation on the cloud city of Bespin, ponders his own 
destiny and that of the Rebel Alliance. Meanwhile, Leia, Lando 
and Chewbacca search for Han Solo, captive of the notorious 
bounty hunter, Boba Feft. 

Since the release of that first successful series, Dark Horse has 
continued to produce new Star Wars comics stories. You'll find 
them at your local comic-book specialty store (phone 1-000- 
266-4226 to locate a store near you), or you can order them 
directly from the publisher by phoning 1-H0O-B62-OO52. 
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k t HOPE LANPOS R/Gt+r 
abouttwis, skip/ were 
TAKING A giS CHANCE / WHAT 
IF &O0A F£7T$HCrr J 
lb ON &ALL"7 


A&TT WAS ON H (6 WAV'© 
DELIVER MAM TO UA30A WHgN 

another bounty hunter 
attempted a little smash- and 
grab.' pgrra ship mi 

BADLY CMAIAOen THE SAFEST 

place to mays repa irs was 

WE tAtA0!F/Ai. £NCLAV!e ON 

. &AU-- rr _. ►■ 

T BEING HEAVILY * 

' FORTIFIER ' .. 


/ THAT ' 
TWOLkSWT 
RUS US 
wrTH j 
SKEAT 1 
(XwiForr;i 
LANDO. J 


■r t Assure *au 

Huy inRDPMATTON 
CAME FROM A 
VERY RELIABLE J 
. SOURCE' -iM 


60 WHILE 4U/AOS AND fiOGUS 
SQUAPMOM DRAW OUT THE 
OPPOSITION, Vie JU6T SHEAR IN 
SjHE BACK WAY FIND SPAiOSX^ 
PW ANP TAKE HAM .. Sfe 


r DEAR< TH$ . 4 -L 
SOUNDS MOST 
DANGEROUS-' 


ANY RISK 
IS WORTH TAKING 
FOR MAM. THE— THE 
ALLIANCE NEEDS HIM. 


TIME TO *1 
PART COMPANY 
LUKE/ HAPPY 
kL HUNTING/ , 


6ZXOUARRMJ 

>JT _ ”TOf.OOUR6£ 
VA WEFWNC &56 LOVES 
-Aft- HAN, CH£W/e. m AU. 


WAYS 


* BE CAREFUL 
LAN CO/ MAY WE 
AOM&f be 
WfTW VOU'Ji 


- 


- 3 



































r au. tours, 

&*£#/ lead 
. THE WAY/ 


6fAY T16HT ON MT 
TAIL- LANDO/ HERE'S 
W CHAHCG TO 
PROVE YOURS STILL- 
■ WE ££CCKP BBSTj 
* ^ PILOT AROUND 4| 


WO STfU- TWA AT LIKE 
A HOTSHOT BUPPY 


PASH R0N0AA At0*C*NA/9y 


l CAN'T SAYJJVl HAPPY ABOUT 1 
PWTTlNfi OUR FATE IN -THE HANDS 1 
OF A #teXC£M*l?Y LIKE M$t* / 

ilWIdWW . 


'■ W6 USED ID DO A LITTER 
SmUS&i/MS IN IKE OLD MY5' 
&U&66 DASH NEVER SOT OUT OP 
-THAT LINE Of WORK. THAT'S 
'* HOW HE KNOWS THE SET-UP 


5 CONFl 
N /MUST 
. THUS. 


CONT WORRY 
.•KINOESS- 


SOMETIMES 
I THINK HE'S A 


0 AS#?m, H£'£ 
V OKAV, WES NO FRIEND, 
OP THE EMPIRE ANYWAY 
AND HE PIP OlVE A <3COP 
ACCOUNT OF HI/MSELf 
\ FDR THE AUWANCE 
ON HOTH 


OWN 
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While Nintendo's Donkey Kong Country 3: Dixie Kong's Double Trouble is 
still being designed, we're tantalizing your taste buds with tidbits of 
Ik exclusive information on a few of the game's coolest and 

creepiest creatures, and a sneak peek at stage and level fea- 
tures. I he basic story is that Dixie and her baby cousin. 
Kiddy, are trying to catch up with Diddy and Donkey 
Kong. But a Kremling robot named Kaos is trying to 
^ capture all of them! This 32-Megabit, baltery- 

backed game has so much 

ly\P enough pages to cover it 
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Kong Country has changed quite a bit since 
adventure. Swanky has a new 
game and Funky is earning ■■KTII 
extra bananas at a boat rental (dttoiPft 

shop. But what’s up with the laFjwkijI 

bears running around? 


Business is hardly bearish f 
bear family living on the 1 / 
around Kong Country, /k 
their stores and listen to re ir 
tales A few give yki I 
advice or informatio t J 

while others need hel J 

solving a problem I' V\i 
you assist the bears, Vi 
they'll help you on your 
quest 


tuljn (unless you 
Challenge him 
ho I match. 


THE BEAR 
NECESSITIES 


FUNKY-S 

RENTALS 


SWAMKYS 

TEMT 


*l*e l»6^ f**i Mil 
haw'll fir i *•»< # 


-Step right up and throw a ball* In Swanky's Tent, you 

might win it all* This is the only game in towrv^ 
;re you can toss at targets and win bunch- 
rf bananas and 
kCoins. Cranky 
‘'wdL't tet you take a 

















Looking for a place to save your 
game? Go see Wrinkly Kortu'! 
After years of teaching in nk 

School Difii 


Kong Country 
Wrinkly has finally hung up her fuler and 
grabbed her aerobics shoes. Ifnot too 
busy watching workout tapes, sh- 'fcgljdfv 
save youi progress. 


Ellie is one of five animal 
helpers that can assist Kiddy 
and Dixie during their 
adventure. Each animal 
has at least one special / 
ability Ellie can pick up E 
and throw barrels with 
her trunk or inhale 

water and # 
Qfn spray foes out i 
I of her path. 


Banana Brels art- frozen 

^ inside hidden crystal caverns 

throughout the land. If you can reproduce the musical notes 
of the crystalline melody that ^chogs through each cave, 
you'll shatter the spell and release th*j Banana Birds 


GET BY WITH A LITTLE 
HELP FROM YOUR FRIENDS 


Id friends like Cranky, 
i introduces a jam-paeJ 


eslde^ including your fator 
Swanky and Funky Kong*D 


WRINRiy /AVE/ 
THE DAy 


5 .DDY KONG 


•• ■ **i**t» • • ••• Ihc jwjrIo 

y»y behemoth no 


pLtv.ifi.fc IWvh> tiui also lift 


toll up into j ball 
i tea* i path to lhe vnri A 


BANANA BIRD/ 


NIHTEWO FOWEk 
























Re—Koil uses his 
springy tail to launch 
at unsuspecting apes 
Hop on his head while 
he's grounded 


Klasp hunts for prey on 
overhead lines He is a 
natural predator of 
apes, birds and utility 
workers. 


toibbla's insatiable appetite drives 
everyone out of the water Try 
tossing him a Kremlmg snack or 
two 


Bristles can trip up anyone 
if he gets underfoot Take 
him out with a barrel or 
leap over him 


Kopter dives down on 
unsuspecting simians 
Get some altitude by 
repeatedly jumping on 
his head 


Buzz's buzz-saw b 
blade has a / 

nasty sting i 
Use a barrel to ‘f* 
knock the m 
green Buzzes " 
out of the sky 


Korn's tough armor makes 
j; k him invulnerable—unless 
fj you can find a way to hit 
him from behind. 


DONKEY K\ 


c wter \Y y** «®fe 9 jm $‘wck 
Jble bounc* S ofr 


SIN U3dflS 











let ready to get wet when you dive into the Lakeside 
imho and Tidal Trouble stages on Lake Orangatango If 
ou want to find hidden secrets, use Kiddy and Dixie's 
?am throw technique on the dilapidated docks 


HamyjfthOTusty workshop of Doorstop 
Jasn aprfyou'll figure out how to pull down the 
dtRSrcontrol levers suspended from the ceiling. After you 
grab a lever, you'll have only a short time to run through 
the door as it slowly closes 


Use the team throw tech- 
mque to uncover high and 
low hidden items throughout the game 
If Kiddy throws Dixie, she can get to 
hard-to-reach locations If Dixie tosses 
Kiddy, he can use his extra layers of 
baby fat to break through flimsy floors. 


Dixie Kong's Double Trouble features seven va 
and if you keep talking to Blunder iw*li i 

beanr iha4i iinnn [ Lost World! 


TIDAL TROUBLE 


has been invaded by scores of Laos's krooked 
Kremling krew.Thiv six-stage laktTresbrthas a little 
bit of danger in every terrain, ranging from under 
sea unrertaintiea, to alpine altercations. Either 
Dixie or Kiddy can complete each stage, but you 


den items and bonus'levels 


BBS* of Krvrmvood Sraih >ea> champion 

•'fvwaaO'k nmkwrfn boas bw if ytu actually 
think you CTiiJte** h» fantistf"time, test vours^ff 

- the Rivervide Race stage, But watch you*- hairy 

*-j ’‘ re's a tale or two about a giant spid" 

- rtong somewhere in the .forest's sha» •• ’*•** 


TEAM THROW/ 


Slime from the heavily radustn^zui ssland of 
Mekanos'te diluting theuwak*.^ of funky 
Kong's rental shop. There's been some strange 
goings-on bte at night around the factories and 
wild tale* about low gravity gases in underpound 
chambers. Could this be where Dtddy and Donkey 









Nearly every area in the game has at least 
one underwater stage While apes are 
good swimmers, they can't paddle faster 
than the fish. Every school of fish /F 
has a pattern, and you can avoid 

being eaten by div- 
ing between the 
' R4I gaps in fins. 


A Kremimg forest management team work- 
mg in the Mekanos Island forest hoticecffhat Dixie 

/ m 

and Diddy were up a tree Ripsaw Rage is a mad dash against a 
sinister, serrated edge. Can you escape or will you be cut to 
' n m wood pulp? 


Before their adventure is over, 
Kiddy and Dixie will log more 
miles of precarious pipeline than 
any other Kong family member 
The toughest part is in the Kaos 
Kore plumbing Where's Mario 
when you need him? 


DEEP ttA 
DANGERS 


connected Wwaring-wy|*erfalU 1 .^hT«rT a 

papular tourist d At urn before a" lb “'rfmling.s 

showed up and chased everyone away. With-the 
exception of a bummed-out bear named Slue. tfif 
Cove fs deserted. Perhaps Blue could help you out 
tf you found something to cheer him up. 


TREETOP TERROR 


Winter ahvays has an icy grip oii'the.slick sum 
Sttrt of K3. Thfe & the hunting -gn Hind til Bleak the 
Snowman, the most ruthless righthander to evdf 
chuck a dirty snowball: Watch your step on Hh- 
slick slopesmight slide ratt» IxM writer 
crevasse. Ami be sure to wann your frozen toe* at 


I zm RIDGE 


Ukc the mountainous K3. Razor Ktdge is full nfj 
peaks and valley*. Thu bear brothers, Benny and 
Bjorn, run a chairlift operation here Rjbm would be 


found his Number Six Wrench for him, tf Barter Bear 
doesn't have toe wrench, you might vwudl 1 - • if* 1 
fell imp the dipt • **’ h ’to v«n*. 


tumor* about a lost World, Kaos Kor« is the fast 
area in Donkey Kong Country 'S.TCaos, the most 
menacing mechanical monster ever built, has sur¬ 
rounded his secret complex with possibly iht 
raughes tr-pri matoipruiii stretch of jungle, wale* 
and subterranean levels in video game haforyi look 


MlUUiJt M) 
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w UNCHARTED WATERS: 
NEW HORIZONS 

HOW CAN I AVOID A BATTLE? 



U nless you re the luckiest sailor on 
the high seas, sooner or later 
you're going to be outgunned 
and forced to flee. If you can, retreat to a 
port and wait until dark Ships won't fight 
at night, so try to make your escape under 
the cover of darkness. The best way to 
•avoid battles is to have fast ships. The 
best ship overall is the full-rigged ship, 
sold in the port city of Antwerp 





When you re outgunned, flight is a better 
choice than a fight If you have fast, full-rigged 
ships, you can outrun any threat on the seas 



If your vessels can’t keep pace with jellyfish, 
try running from your foes under the cover of 
darkness No fleet will dare to fight at night 



HOW DO I I.EARN NEW SKILLS? 


T here are five skills you can learn 
in New Horizons These skills 
are Accounting, Cartography, 
Celestial Navigation, Gunnery and 
Negotiation With the right attributes. 


fame and experience, your character can 
acquire some of these skills. Celestial 
Navigation is taught by Professor Juliano 
at the Observatory in Naples You can 
learn Gunnery from Dr Wolf in Hamburg 


and Cartography is taught in any city or 
town that has a cartographer If your 
character cannot learn a certain skill, try 
recruiting a crew member who has the 
talent you're looking for 




Any cartographer can teach you about map 
making if you're willing to pay their fee 



fl famous flratwist Dr. Wol*f 

Uv«s in this town ti>i teaches i he¬ 
art of 


See Dr Wblf in Hamburg to learn about Gunnery 
Your Courage rating should be at least 80 



Professor Juliano can teach you about Celestial 
Navigation if your Knowledge is at least 80 


Q NINTENDO POWER 
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OGRE BATTLE 






HOW DO I REMOVE OR TRANSFER 


MBA 


Af-' r VI 


AN ITEM? 


# 

_ / 

Mono Ne/son 


/ 


I f you've lost your Ogre Battle 
instruction manual, you mjght have 
a tough time trying to figure out 
how to remove or transfer an item 
Locate an empty spot on your inventory 
and transfer the item from the character 
to the main inventory list If your inven¬ 
tory is full, discard items you don't need 
before you try to transfer valuable items 
Then go find your instruction manual. 



V.UOKEM 

± 

•\HVSTIO 

% 

V* 

i v 

SVSNGN CMPE 


LOOD 

1 

PUMPKIN A 

A 


Be sure to keep your instruction manual nearby 
or you II miss out on the game’s basic functions 



Transfer equipped items from the character 
back to an empty space on your inventory list. 



HOW DO I DEFEAT CARES, THE BLACK KNIGHT? 


? 






nate the Black Knight's hit points. If 


C onserve your Tarot Cards for the 
battle against Gares on Avalon 
Island. Tarot Cards are the quick¬ 
est method for defeating the knight Deal 



Before engaging Gares the Black Knght, deal 
out your Tarot Cards and soften up his armor 


the cards prior to doing battle. The Fool 
card will banish Gare's force of Black 
Dragons, while the Magician, Chariot, 
Emperor, Justice and Moon cards eiimi- 



Gare's Black Dragons are duped by the Fool 
Tarot Card. Use one or two and wipe them out 


you're a bold tactician, try leading a 
force of magis to mop up the remainder 
of the forces around the knight's castle 



If you don't have enough cards, risk your reputa¬ 
tion and trade a few cities with the enemy 



HOW EXT I GET TRISTAN TO JOIN MY ARMY? 


m 



T here are several criteria you must 
meet before Tristan, heir to the 
throne of Zeteginea, will join you 
Your character must have high align¬ 
ment, good charisma, and possess the 



You must possess the Herostar and the Key of 
Destiny before Tristen will join the rebellion 


Herostar Your reputation gauge should 
be nearly full and you must forgive 
Deneb the Witch. Make sure you have 
the Key of Destiny. Look for Banya in Kal 
Robst at the Slums of Zenobia She is the 



Tell Banya in Zenobia that you don't want to be 
a ruler and shell give you the Key of Destiny 


keeper of the key If you tell her that you 
are not fighting to become the ruler, she 
will give it to you Tristan joins you when 
you present the Key of Destiny at the bat¬ 
tle for the City of Malano 



Give Tristan the Key of Destiny at the City of 
Malano or he will never fight at your side 
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FINAL FANTASY III 


THE PALADIN 


A 







Jenny Parker 


T he Paladin Shield casts the 
Ultima Spell in battle, Visit the 
armor shop at the Village of 
Narshe in the World of Rum Let Locke 
lead your party. Buy the Cursed Shield 
and equip it and the Ribbon on Locke 
Now go pick some fights with random 
monsters outside town. After 255 battles, 
the Cursed Shield will transform into the 
mighty and magical Paladin Shield 



Let Locke lead your party to the Armor Shop at 
the Village of Narshe in the World of Ruin 



s jj-julJ aii-iLy 
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Equip the Cursed Shield and the Ribbon After 
255 battles, the mystenous curse will he broken. 



HOW DO I DEFEAT THE PHANTOM TRAIN? 



T he Phantom Train is the end of the 
line for some inexperienced role- 
players The key to victory is mak¬ 
ing use of all of your adventurers' 
resources Your party members 1 levels 


should average 15. If you have Shadow 
and Interceptor on your team, you'll win 
the battle by sheer numbers within a 
handful of attempts If you only have 
Cyan and Sabin, concentrate on using 


Cyan’s Sword Tech Level 1 and Sabin’s 
Pummel or Fire Dance attacks Finally, 
use the soothing Fenix Down and 
Revivify on the ghostly express Healing 
items damage all the undead creatures. 



Arid ram is a pain when you re running from this 
tram Your characters' must be at least level 15 



Cyan s Sword Tech and Sabin’s blitz attacks 
eventually derail the underworld express 



The Fenx Down and Revivify devastate all 
undead creatures, including the Phantom Tram 



HOW DO I DFFFAT THE ATMA WEAPON? 


T he Atma Weapon lurking on the 
Floating Island likes to bum its vic¬ 
tims with the Flare spell and finish 
them off with the jarring Quake spell 
Launch your own preemptive strike by 
casting the Osmose Spell and stealing a 


portion of the Atma Weapon’s magic 
points Cast the spell repeatedly until 
Atma cannot use the Flare or Quake 
spells The average character level of the 
members in your party should be at least 
27 Shadow can blunt Atma's bite by using 



the Scroll or Bolt Edge attacks If you're 
still having a tough time, call in the 
Moogles Mog's Vhmsh Spell, coupled 
with the Doom Spell or the Dusk Requiem 
dance, will ruin Atma's day Mog can also 
use Cave-In and Snare* to demolish him 



Don t get burned by the Atma Weapon's Flare 
spell Cast Osmose and steal the weapon's MP 


Q) NINTENDO POWER 






If you have Shadow in your party, use Scroll or If you have Mog in your party, let him cast the 

Bolt Edge You did wait for Shadow, didn t you? Vanish and Doom spells on the Atma Weapon 
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DONKEY KONG LAND 


WHERE IS THE SECOND BONUS ROOM 
IN LEVEL 4-7? 



N/cto Gonzalez 


T his hidden bonus room in Oil 
Drum Slum is one of the most 
commonly missed areas in 
Donkey Kong Land From the second 
Continue Point in Level 4-7, scamper 


and climb until you encounter a Klump, 
the big lizard that Diddy can't hurt. Let 
Donkey Kong stomp on Klump, then run 
left and pick up the TNT barrel Carry the 
TNT back to the right and throw it at the 


flaming oil drum This blasts open a 
hole Drop down to a ledge, then trot 
right to the Barrel Cannon. Hop in the 
barrel , shoot into the Bonus Room, and 
grab as many 1-up balloons as you can 



Your journey to the hidden Bonus Room starts 
at Oil Drum Slum's second Continue Point, 




Have a blast 1 Carry the TNT barrel back to the The second bonus room has several 1-up bal- 

right and throw it at the flaming oil drum loons You need to find this area to score 100% 



HOW DO I GET PAST THE SWIRLWINDS? 


L evel 2-7, Swirl wind Storm, is a 
turbulent zone filled with stone 
tornadoes and diving bees While 
you must do your best to avoid the bees, 
there is a trick to getting around the stone 
tornadoes. Treat the tornadoes like spin¬ 
ning tops. If you carefully jump up and 
run on top of the tornado, you can ride 
them through the stage Use this tech¬ 
nique to navigate hazardous crossings 
and avoid the buzzing bees. 




Between Swirl wind Storms buzzing bees end 
the turbulent tornadoes, it s nearly impossible to 
avoid everything without taking a single hit The 
tnck is to run on the top of each swirling tornado. 



To run on a tornado, jump up and tap to the left 
to maintain your balance It s similar to running 
on a spinning top If you monkey around and fail 
to keep up, you'If slide off and Tall to the ground 


Q Rr A FAST FACTS 


lfeA T*. 

Counselors'Comer 
P0 Box 97033 
R#4mond,.WAJ8073-97ft 


FINAL FANTASY 
MYSTIC QUEST 

0: How do t raise my companion's levels 7 
• You cannot increase your friend's levels, 
just your owa 

CL What does the Giant Tree spell out while 
it walks? 

Itspellsout'GoonKidll' 

Q; What is the best sword in the game? 

The Excalibur Sword. Look for it in 
Pazuzu's Tower. 


ROBOTREK 

0: Why won't AK1HABARA speak to me in 
Fortress Ent? , 

Ybu haven't defeated Bugbug in the com¬ 
puter yet. 

Q: What is the timer on the Battle Screen 
. for? 

A’ This is a Bonus Point Timer If you defeat 
all of the enemies before the timer runs 
out, you'll receive some bonus MEGS at 
the end of the fight MEGS are the same 
thing as experience points 


STAR WARS 

Ql How do I make an extra long jump 7 

A; Execute a Super Jump by holding 
down the B Button as you run, then hit 
the A button to leap. 

Ql How do I board the Mill e nmum Falcon 
in the Death Star 7 

A: Stand in front of the gangplank and 
press Up on the Control Pad. If you can't 
find the gangplank, look for it on the 
left side of the ship, directly below the 
cockpit 
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1 The series fhaf jump- 
w\ started the street fighting 
4 I c raze returns to the Super 
if NFS after a two-year 
m absence, and Street Fighter 
" Alpha 2 is well worth 
the wait! M 


WHO NEEDS A 
NUMBER THREE! 


More amazing than the fact that none of 
the Street Fighter games has ever had a 
number M 3" in its title is the phenomenal 
success the series has enjoyed. Many of 
the fighting faithful hail the SF series as 
the one for purists, those who value play 
control, speed and tactics above all 
Street F ighter Alpha 2 reemphasizes the 
series 1 focus on true hand-to-hand com¬ 
bat. In fact, SFA 2 is a lot like a Jackie 
Chan movie there are some really spec¬ 
tacular stunts in it, but the real fun is in 
leading kicks, punches and combos in a 
whirling frenzy of limbs SFA 2 some- 
how manages to contain all of that 
action, along with 18 characters and a 
slew of animated backgrounds, within 
its 32-megabit architecture. 





















SFA 2 is armed at 
serious tourna¬ 
ment fighters, 
but the Simple 
Command option 
allows 'button 
mashers" to have 
fun, too 1 


SUPER-COMBO- 

Once you have enough energy built up, you can exe¬ 
cute a Super Combo, which is usually a longer, more 
powerful version of one of your special moves with a 
few extra punches and kicks thrown in for good mea¬ 
sure. The more energy you have stored up, the more 
powerful your combo will be 


The Simple 
Command 
option on 
the Character 
Select screen 
allows you to 
execute a 
Super Combo 


pressing ;ust 
two buttons 


ORIGINAL COMBO 

Pressing two punch buttons and a kick button (or vice 
~ versa) simultaneously starts the 
MjpSBi ~ "J Custom Combo timer As long as the 

timer is on 


any punches, kicks, 
throws and moves you perform will 
automatically form a combo* 


The strength of a Custom Combo will 
depend on the energy you have 


ALPHA COUNTER 

With so many terrific ways to deal out damage, Capcom's engineers 
had to make sure that you could also defend yourself well Enter 
the Alpha Counter Press Back, Back/Down, Down and any 
punch or kick after you've blocked an attack to immediately / 
counterattack and put your opponent into a stall / 


The Alpha Counter is also 
fueled by Super Combo energy 
You must be at least to Level 1 
to use the Alpha Counter, 


STREET FIGHTER ALPHA 2 









































Jaguar Revolver Jaguar Variable Assault 


This is one of the few moves in ^ l 
which Adon uses his hands 


This rapid- fire combo shows off Aden's 
supreme skill with foot maneuvers 


3- Hit Combo 

Jump in, SR WR @®@, MK 

4- Hit Combo 

Jump in, MK, WK,@®@, SK 


AKUMA 


Akuma studied under the same teacher that Ryu and Ken did, so his tactics 
are similar to theirs, but he has developed a few moves of his own geared 
, to his larger size. His Hyakki-shu special move is-very effective against 
I “tuitlmg," and the Zanku-hadoken works well on offense and defense 
A The Shun goku-satsu is extremely powerful but slow to start 

) Tenma-go-zanku Shun-goku-satsu 


Jump,©®®@®®+P WP, WP,@+WK, FP 

This rare air attack gives Akuma a tacti- This multiple uppercut can rack up to 
cal advantage that most of the other four hits, but try to put your oppo- 
fighters may find difficult to counter nent into a stall first 

] i i . ■ j 


3-Hit Combo 
Jump in, SK, ©+SR ©+SP 
3-Hit Combo 

Jump in, SK, ©+SR ©Charge, ®+WP 


Rising Jaguar 


Jaguar Tooth ®®®®€M( 


Zanku-hadoken Jump 


©Charge, @+P 


ADON 

A master of Muay Thai like Sagat Adon 
considers his former training partner a 
failure for losing Jo Ryu.-Adon's rfi&ch is. 
second only to Dhalsfm's, making him 

9 . 

neady impervious to jump-irf attacks 
His crouching Middle■-'Punch can V^ard 
off foot sweeps witLease, apdj he can 

4 f 

cross vast distances quickly with the 
Jaguar Tooth . 


Go-hadokon ©®$+P 

M 

Go-shoryukan ®®S+P 
Hyikki-shu ©©©©§ 


3- Hit Combo 

Jump in, MK, WR @®®+WP 

4- Hit Combo 
©+WK, WK, ®®©+MK 


V ' BIR DIE 

Birdie's size belies his maneuverability. To counter fireball 
attacks; execute a-Bullhorn to slip past the projectile and 
then gfab your opponent for a throw 

Bull Revenger 


Bullhead 


Bullhorn 2-3P or 2-3K 


Choke Chain ©®©©©©©©© +P 
Bandit Chain @®©®®®@®®+K 


©Charge, @0©+P 

This simple but effective combo strikes 
at mid- to high-level on the body 


orP 

Punch this one in, and you’ll throw your 
opponent around like a rag doll 1 


NINTENDO POWER 


•Spatial Attacks 


■ ▼ 

Unique Mov 


Super Combos 
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Hissho-buraiken 


Sonic Boom ©Charge, ®+P 


Flash Kick ©Charge, ©+K 
Sonic Barrage ©Charge, ®©®+P 


Crossfira Blitz ©Charge, @®®+K 


Gadoken ©®©+P 

Ko-ryu-ken ©©©+-P 

Dan-ku-kyaku @®©+P 


Shmku-gidokMt ®®®®®S+P 
Ko-ryu-rekka ®®@®®+P 


Jya-san ©Charga, ®+P 
Ouga ©Charge, ©+K 

Koug^SmpS^ • 


GEN 


KEN 


CHARLIE 


Charlie is Guile’s old comrade-in-arms, and it 
shows in their similar fighting styles With such 
a limited repertoire, however, you'll need to be 
very clever to prevail against your opponents, 
Foot sweeps and jump-ms will be the only con¬ 
sistent ways to score a first hit, but this will get 
old pretty fast You’ll have to rely on feints and 
fake-outs 

Somersault Justice 


3-Hit Combo 

Jump in, FR ©Charge, ®+M 
5-Hit Combo 
Jump in, WP, ®+WK,©+FK 


©Charge, @©®+K 

This combo starts with 
mid-level hits and ends - 
with a flip Depending on 
the range, you may end up 
behind your opponent 


DAN 

Dan is another Shotokan 
devotee, but he's not as 
accomplished as Ryu, Ken or even 
Akuma He can fake a fireball to fool his 
opponents, but only his Dan-ku-kyaku special 
move .sets him apart from the other practition- 
er^ of karate 

+K 

3-Hit Combo 

Jump in, MK, WK, ®®®+WP ) 

// 

The Hissho-buraiken can 
strike up to four or five 
times, but it must be 
performed right next to 
the target 


Press all three punch or kick buttons to switch from the Ki-ryu style to 
the So-ryu style and back- Wheri using So-ryu style, try a crouching 
Weak Kick, a Medium Punch and a Strong Kick as the basis for a 
combo Add on other blows and special moves and see what develops 

So-ryu: Shi-ten shu So-ryu: Zen-ei 


When fully powered, this attack can take This move works well, even at long range 
up to 25% of your enemy s energy 


^ ( | 

K-Kick Button, P-Punch Button, W»Waak, M-Medtum, 


Jya-ho-ha 


3-Hit Combo 
So-ryu: Jump in, $K, MK,SK 
3-Hit Combo 

Ki-ryu: Jump in, $K,WP, ©Charge, ®+SP 
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Bushin-gou-rai- kyaku 


Bushin-hassou-ken 


GUY 

Guy doesn't have much variety, but he's very 

• t/ 1 f* r ' ' 

quick on .the draw For 
bv JBm 3 swift mid-range 
Bhl attack, feint With a 

Medium of crouch 
" Jjr mg Strong Kick, then 
execute a Weak Haya- 
‘^A )' ^ gake and follow it up with a 

Zj V\ body throw This,-Guy has 
ft warp drive! 


The Shadow Barrage will have your 
opponent down on the mat in no time 


This is another attack that's 
effective from the air 


KATA NA 


Close combat is Katana's strength, and a Weak Jigoku Scrape will 
keep any jump-m attacks at bay. When your enemy closes in, 
block until he or she is in your face, then whip out a crouching l 
Medium Kick and a Ten-chu satsu Super Combo * 

Meido-no-miyage ©©©©©©+P 

ThePummeler ji 

Suaer Combo s | 

y* , j - 

IL 1 

% r*W A 

at tlx: censor 

ofthruccy V ' 


OKSOTOTO 


3-Hit Combo 

Jump in, SP # @+SP, ®®@+SP 


Take No Prisoners 


BusfiirHZuiij-oiushi ®®®+P+P 


Busfiin-senpu-kyaku ®®©+K 
Haya-aake ®®@+K+K 


; JigokuScrape ®®©+P 


Ten-chu*satsu 

'«gi®. t 


Patriot Circle 


SflKURR 


HT^mto 


no!T 


3-Hit Combo 

Jump in MK, ®+MK, ®®©+MK 

6-Hit Combo 

Jump in, WK, WP, WP ®@©+SK 


Mekon Delta attack 2P.P 


Mekon Delta Air Raid ®®@+P+P 


Mekon Delta Escape ®®©+K up orio 


rrick Landing 




6-Hit Combo 
ip in, SP WP, ®®®+SP 
13-Hit Combo 

Jump in, SK, WR ®®®+SPu3i 


ROLE IK TO 

Rolento’s military training gives him a lot 
of combat-'optiohs, and his speed gives 
him the ability to multiply his strikes at the 
■ends"of combos with the Patriot Circle 
Use the sliding Strong Kick to get dose 
quickiy You'll either got a knockdown or, 
if your opponent blocks, be able to move 
right into a combo. 

Mine Sweeper ©®©©®©+p 


The Mine Sweeper 
is unpredictable and 
can throw your 
opponent off bal¬ 
ance, but it has lim¬ 
ited range 


Use this if you're literally up against the wall Even l 
you don’t connect, this move can take you up and 
over your opponent's head 
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The Soul illusion will split Rose into 
two entities, each as cunnng and 
diabolical as the other! 


Soul Reflect ®®© 


Soul Throw © 


Soul Spiral 


Hadoken^__®^©+f»_ 
Sho-o-ken ©®©+P 
Shun-pu-kyaku ®@©+K 
Shinku-hadoken ®®®®®@+P 


ROSE 

Rose is a flower of the darkest variety, and her basic 
hold/throw move (press Medium or Strong Punch 
right next to an opponent) will dram up to 20% of 
a hapless victim's life force’ For more short-range 
action, lead off with an Alpha Counter, then break out 
crouching or standing Medium Punch and a Soul 


Spiral 


Midare-sakura 


Sakura's uppercut Super Combo is 
impressive to see Her idol, Ryu, would 
certainly be proud of tier’ 


3-Hit Combo 

Jump in, SP, MP©®®®@+SP 
5-Hit Combo 
Jump in, MP, SP, ®®@+SK 


Soul Illusion 


Aura Assault 


+ 


This pumped-up version of the Soul 
Spark will strike for multiple hits, but 
it snot hard to block 


Aura Soul Throw 


The Aura Soul Throw drains so much 
energy, your opponent won't survive 
too many of these 1 


SAKURA 


Sakura's great skill belies her tender years, and 
she has taken more than one opponent by sur¬ 
prise’ Her Strong Kick is relatively slow, but it's 
good as a feint If your opponent blocks or tries 
a counter, execute a Shun-pu-kyaku and follow 
it with two crouching Weak Kicks and a Sho-o- 
ken If you can get the timing down right, you 
might even insert a Weak Kick or two before 
the Sho-o-ken. 


Haru-ichiban 


This low-hitting combo will sweep your 
opponents off their feet and out of the 
battle 
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If this Is a prequel, are these tharatiers already "t lassie?" Any 



Shinku-tatsu-maki 

senpu-kyaku 


Possibly the most popular World 
Warrior, Ryu will forever be 
> associated with the Hadoken 

V 

W and the Sho-ryu-ken Mix 

y> things up with the Sen-pu- 

j kyaku and the' Coljarbone 

1 Breaker to /keep from 7 becoming 

) too predictable. 

To avoid being blocked, try to 
x execute this combo once your 

* opponent is already in the air 


3- Hit Combo 

Jump in, SK, ® SP, ®®®+SP 

4- Hit Combo 
Jump in, MR WR ®+WK 


( KEN Former training partner to Ryu 

[ Ken has a few unique moves/that set him apart The Fake 

Fireball may not fool anybody, but in the-heat of battle, it may just be 
the thing to throw your opponent's timing off The Forward Roll is also 
a good move, since most people would expect an attack from on high. 


Sho-ryu-reppa 


CHUN-L1 


Chun-Li's speed is leg¬ 
endary, even among the 
ran ks of' the World - 
Warriors. Jump-ins are 
the best combo open¬ 
er for her, since-her ! - 

kicks have- such a JJ | 
long range. If you’re 1 1JI 
being blocked high 
on a jump-m, you I 
can switch immedi- (p 
ately to a Tensho- H 
kyaku to catch your ^ ft 
prey unawares B' 
from below. Idj 


3-Hit Combo 

Jump in, WK, WP, ®®®+WP 
5-Hit Combo 

Jump in, MK r ® + MK, ®®®+5 


Its no surprise that Ken's Super 
Combo is a souped-up Dragon Punch 


DHALS1M 


Ohdjsim instill hampered by a lack of raw power, 
which is balanced only somewhat by his wide 
array of long-range attacks Use the Yoga Teleport to 
R8|H|^HB 'confuse your opponent, then follow 

up with a flurry of Weak blows and a 
>10101010?! J Yoga Fir e o r Flame Medium and 
f^p«p^|apM Strong blows will be too slow. 

““jj Yoga Strike 


3-Hit Combo 

Jump in, SP, MP, ©®©$®+SP 
5-Hit Combo 
Jump in, SK, ®MP, ©+SK 


3-Hit Combo 

Jump in, WP, WK,®®§+WP 


The toga Strike Has a longer range than 
most Super Combos. 


way you leak at It, these World Warriors won't let you downI 




Collarbone Braikw @+MP 


Sen-pu-kyaku ®+MK 


Shinku-b do! n 




f Sho-ryu*k§n ®@©+P 

Fak' hmbai 1 

Forward Roll ©®©+P 


Yoga Fire 


<®$®+P 


Tensho-kyeku ©Charge ©-t-K 


Yoga Fleme 


Sen-retsu-kyaku ©Chirn,@» • * 






























4-Hit Combo 

Jump in, SK, ©+WK, ©®@+SK 

9-Hit Combo 

Jump in, WK, WR ©®@+SP 


Final Atomic Buster 


3-Hit Combo 

Jump in, SP, ©+WR WP+MP+SP 


Hazan-tensho-kyaku 




Both the 
Psycho 
Crusher and 
the Knee 
Press 
Nightmare 
can be 
blocked fair 
ly easily, so 
don't tele¬ 
graph your 

ri lL 


Tiger Shot ®®@+P 


TjyiTCinnon 




4 DoubltLerlit _2P ojjK 


Banishing Fist @®0+P 

HB i i i f , 11 ■ i ir f l i 

Siam ©®@©S 


Psycho Shot ©Cbarje, ®+P 


SAGAT 

Sagat would be insulted at the suggestion, but his moves bear 
some resemblance to Ryu's and Ken's Most of his moves 
involve an uppercut motion, but his Tiger Shots give him 
some flexibility, with one version hitting high and the 
other hitting low If all else fails, you can feint with 
a Ground Tiger shot, then rrtove into a Tiger Knee 
1 or Tiger Uppercut It's easy to mix up the com- 

/ j mands for the Tiger Raid and Tiger Genocide, but 

the latter is much more devastating. 


STREET FIGHTER ALPHA 2 


Tiger Genocide 


The Tiger Genocide hits low, medium and high, but 
you need only block high. 






ZANGIEF 

The Russian Bear has no Speed to speak of, and 
all his best moves involve tricky rolls on the 
Control Pad Opponents will try to stay out 
of reach, but if you manage to lure one in 
close, try this relatively quick combo. 

jump in with a Strong Punch 
and follow it with a Weak 
Purtch and a Strong Pilednver. 


You must roll the 
Control Pad quickly tor 
this move to work* 


Psycho Crusher 


'Charge,@€>®+K 


w ,t.fir appor.srA riT.pVafc jc-ftip .Iron ybc*, 

unleash this more powerful form of tb - 
Spinning Air Kick to deflect th; att tck. 


M. BISON 

The human-controlled Bison doesn't 
seem as quick as the computer-con¬ 
trolled version, so you'll have to 
make up for the loss with cunning 
Most of Bison's attacks strike at mid- 

0 

or high-level, so when your oppo¬ 
nent throws up the inevitable block, / 
come on strong with two crouching 
Weak Kicks and a 
Somersault Skull 
Driver 


s? 



iJ 


Double Knee Press ®Charge, @+K 
Head Press ©Charge, ®+K 

Somersiuit Skull Driver ©Charge, ®+P,P 
Bison Warp @®@+2P 


3-Hit Combo 

Jump in, SP, WP , ©Charge, ®+SP 

i 


S3N X3<MS 
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>3 ISM Wfltlama Entartaimrmt. 


adjamation ofi 

monster arca^ 
smaslf. Ho 4ood 


flash back tot 983, when the B. Orchid of the arcades 
w is Httlo round ball with the cut it red bow you tan 
(tnagine. Mi. P ic*Man -wandert through a j erio ^ of faaf* 
fling mazes, eating up every dot in he^jj ith. If one of 
*ou' lorful ghoita bumpa into h<r, she&fcwlrt tfut 
if M* Pac-Man eats ’ , flashing ent'«ize> the - 

ghostr JUf • n blue and head lor the hills nlufe Ms. -M 

them down. A choice of fou m<** /a ^ 

»ptioi» four difficulty taels. three two* » S 

flayera *e* and two speeds » *>a^OlO ^ ^ HP 
hrtur>«*. homp-happy fun* 


In the beginning was Pac- , 
MAh ii*. Mr. h was lonefr J*. 
Sure, he could eat all th. 

: dee ho wanted and 

I * bust ghosts unP 

<e chickens came home 
had no me to share i 
dreams with. Enter Ms. Pac- V 
W at th*' 












rtic ttatdca a wakkM'wu.«rra* it Willia. s pulled «*. a 
all the stops with Mr. Pic-Man. They packed this 
fun-fe-st with four modes and 36 different 
mazes. You'll find yourself bending your brain by 
the hour. So go ahead. Pig out! 


Pac-M n returns in competitive and cooperative mod.'. In alter¬ 
nating mode, each play ef takes a tum as Ms. P.ic-Man. In the 
oth ;t two mod os, one player is Ms. and the 
other is Mr. Pac-Man. When one player r 
caught, the round ends. J0k 


In ahernatm s mode, you and a pal : r, 

each take turns s Ms. Pac-Man. The - 

■ 

system keeps a running total of yout 
cores. Remember that* in all the .: 
mares, you can exit on one side and p 


f/» tvv. p »yer com* 
m itive or cooperative 
■"odes, one player will 
disappear when the 
other player is at the * - 
end of the maze. Players 
who prefer to sec W'' 
they're eating can reduce 
the scrolling by choosin 
Minim ’ 


Te-tOter on the other. But be careful 
A pair of shrewd ghosts can trap you 
-in.a tunnel! 


Every time you eat an energize* |_j 
Hr theCompentivP'Wiode,you* 
hapless rival can't so much as □ 
cot . dot However, ghosts can" - 
spook a dwcombobulaf d Mr 
l ac-Man or Pac-Man. _ 


ghost? knit eat! -*fthe dotfcl/l 
these heheir ^th 'labyrinths 
"W* sure eeope for becom 
in* h ghost dinner! 


plays eats an energl' % both Sfaij, 
chew up glwsts and dot* Thi* mod 
MANhotb Ir JMdtiaNitd codtbtaea 
icorec With t eamwork, you ind a 


dnurses «ped lly touj f 


retreat in order 


. flju those 

' **d paperback 

guides to Ms. Pac-Man. 
Williams has re-created 
the classic arcade mazes 
that baffled millions of Pac 

- L -i 

, L. 

111 ■ a 

• ah -tics, 

U J 











iAI. 

=7=;' nwiijo 


ouLr* o i y * j lor 


The; tour ghost are pi .■tty toreWd, tooi The momMI 
you e?.t in energizer, they'll nee for their little blue lives. 
Sometimes gho ts move in graups, and other tunes they'll split 
up and try to surround you. When you have a chance, snack 
on some gyrating grub. It's worth bi-fpointe, too! 


M*. /ac'Man t d dettpnviiy simp;. game. At 
first, you should try to figure out the fastest 
route through mazes. Since toe big points eoi.«e 
from eating ghosts, though, you'll want to learn the 
most opportune moments for eating an energizer 


Qfcte around 1 i. search ot alt dote 

Otherwise, you'll wind up having to 

dodge tour hungry ghouts « you seek out the 

remaining couple of 

dots on toe oto jr sidt of JL 

the maze. In toe tougher • mm r — • 

mazes, you'll hm to J : I |*L— i 

pass right by the ghosts' -i: ■ 

home on your way to J 

the top of the mize. mm ■ 


After .rtunchir .5 an energizer, 'the first ghost you eat 
fo worth 200 points. The next gives you 400 points, the 
next, 800, and the last, 

a whopping 1,600 points! So • : I : *1 : 

wait until ail the ghosts come ■ : m : a : ggg : a : H 
close before turning them blue. I •• • • 

The ghosts will run like mad . fl te ____ " 

then ilash white just before in □ n 

reverting to their normal, Ms. • ^JL^ 

Pac-Man-huntin,: selves. I * I 


f roli. king foodstuff? cavort icross your 
Course. Snack on them if you want plenty of 
vitamia^ minerals and points, Assoonasyou 
eat one, another will 


«h ihr-ame . anii **e '’>c *• 
You can choose to have it always on or as 
an option that you activate by pressing the 
\ or • Button. If Ms. Pac-Man and Pac-Man collide 
while both are using the Pac Booster, they'll 

"• het crazily. . 





[yl 

























1 1 order *o ,<ra -< on '*»e i*ter rounds o 
should just try to survive the early rounds. Once 
• • u become proficient at dining on dots, you should 
1 cus on eating four ghosts at a time. Learn how long 


* ey »yedibleore mt- can' ' a-o# a~ 

you) Don't be deceived by Inky, the blue ghost. It’s hard ■ 
tell when this clever poltergeist changes from being edible 
to being able to attack! 


•ac* in the heyday of Ms. Pac-Mania, many a game- 
*' *yer blew a month's worth of quarters on a single arcade 
session. Time marches on,* though, and now you can en|oy 
this classic chase game in the comfort of your own home 
without having to worry about your finances. Is this a great 
country or what? 


Mini mazes provide 
ample opportunity for gob¬ 
bling ghosts. But remember 
that the ghosts can get to 
you that much quicker, tool 


<Seep your eye on the dots in these mega- 
IhSifc* CWaring^oWt the dots in the nook* an d 
corner* that are for from any energizer is particu¬ 
larly tough. Seine players try to hold off eating any 
g. energizers until they absolutely have to, but the 
" • « »high*ri*k strategy. One slip of the thumb ".m 1 

you'r i ghost 'nib! 


1 s « 

1 - 

1 : 

i * A * 

1 . 

• * * 


l^:«! 

11 

sjj 

1! 


SUPER ms 








































If you're looking 
for way* to make * the grade in 
PilotWings' final tests,, spend some 
time looking over the scoring 
breakdown for each exam. Landing 
Accuracy and.Landing impact ore two 
of the most important aspects in 
almost all of your Class P certification 


tests. The points in these two areas 
account for nearly one-third of the 
points in each Hang Clider test and 
equal fifty percent of the score for the 

. t h v r d 


up your approach and reduce your 
speed before you touch down. 
Time Points are another critical 
factor. They are included In seven 
out of the nine Class P tests. 

• « m . at • « 

two Rocket Belt 
?' - tests. Time Points 

OZ/Jf Jr f account for 100 % 

\ Of your final score. 

* While time is 

/ always of the 

r 5 essence, it's impor- 

' * tant not to become 

flustered or impa¬ 
tient when you 
waste a second or two on a 
minor w»-ww%wMLfi^ more Class P 
test strategies on the back of this 
month's poster. 


Gyrocopter test. Tipi 

Since you've y- N 

already had plenty 
of landing practice 
during your Class A and ClaSTS 
certification, there's no excuse 
for bouncing across a runway or 
missing the center of a target 
Spend a few extra moments lining 




You have only four minutes to 
ascend to the highest ther¬ 
mals above the Little States 
Island. Look for thermals that 
ascend in a stairway pattern. 
Kiwi and Lark have great 
Hang Glider skills and are the 
easiest to use for this test. 


ftm D 430m 
150m Q 550m 
21dm 
150m 
170m 
450m 
250m 


Land 


* *»*.' .Xfhtult exam 

in the game. The key fa 
earning a high score is ^ 
avoid hitting the walls 
to use the Air Brake spa- 
ingly. A few long blasts from 
the Air Brake cm consume 
your entire fuel supply. 


Enter the cave 
behind the 
waterfall. 


You'll find the 
Goal Ring tu*re 
If you go 
through the 


Memorize the locations of 
all nineteen rings so you can 
adjust your altitude and 
heading long before you 
even have the next ring in 
sighfiKecp the throttle open. 
These* strategies give you 
more time to spend lining up 
your ian *» approach. 


4Dm 

90m 

IBOm 

30m 

30m 

30m 

30m 


150m 












Reaching the Class P exams is a major 
accomplishment, but earning your gold 
wings in all three divisions is a true flying 
feat. Get your head out of the clouds and 
follow these tips for making the grade. If 
you pass, you'll enter Jumble Hopper stage! 


Instead of diving down 
through the canyon, ignore 
rings A, B and C and veer 
right to pick up the D ring 
first. This strategy saves you 
an extra thermal ride and 
adds some points to your 
time score. You need only 
eight of file fifteen rings. 


19dm 

110 m 

BOm 


210m Lj 210m 
150m m 75m 
70m TT 
105m O Land 
12Dm herB 


A strong wft*d hampers 
your efforts to drive the 
1 dl into the goal. Before 
you start, place the bs^ 
between yourself and the 
goal. As you fly at the ball, 

k the Strong Jets to gain 
I'ntum »•«, »lam into 
wM at leash 1 ■! Huwn. 


Bounce the ball 
dawn the 
mountain tn 
the goal. 


arc — unbelievable 
marksmanship, favp^you&eli 
valuable time and fly through 
■ of the balloons floating r 
this stag&dlemember that y H 
can launch only two mtsdfcs 
before your Gyrocopter 
weapons system pauses to 


The Yellow 
data Indicate 
balluon loca¬ 
tions. Fly 
through the 
ballnnns or 
hit them with 
ni§sile§. 








MECA HAWK AGAIN 


Yout three photos account 
for sixty percent of your test 
score. Study the sample 
photos and use the C 
Buttons to change your view 
so the subject is centered in 
the photograph. Take two 
pictures of each object. Try 
to avoid hitting Missi. 


A Land here 


jy wind 1 * make it diffi- 
t*f Touch down on all 
rads in this exam. 
r fingeroff |i* 'ir 
e or you'll run n«w i 
Master using your R 
on and the C Buttons 
ou can keep your ne^ : 
ing point in view. 


33m 

78m 

43m 

13m 

90m 

193m 

2D8m 

115m 

165m 


Land 

here 


You can't hit Moca H wk 
when he's submerged. 
Watch his pattern and line 
up for a shot when he 
broach -s the surface. Flying 
dose makes you an easy tar¬ 
get, but you might get two 
Mt c J3C a single attack run. 
Sink the robot with five hits. 


General 
vicinity of 
Meca Hawk's 
high seas 
reign of 
terror. 
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BUILDING ON 

TRADITION 

WITH 

SIMCITY 2000 

S trategy fans should thank the deci¬ 
sion makers at T*HQ for going 
out on a limb and bringing 
SimCity 2000 to North America. Jt's 
refreshing to see a publisher that is will¬ 
ing to buck the trend and give epic 
gamers a great product. We should note 
that your comments to Epic Center may 
have had an impact on the decision, 
because your editors at Power spoke to 
T*HQ about the need for more epic 
games for the Super NES. To all involved, 
thanks, and let's get building 

As PC and Mac gamers have known 
for two years, SimCity 2000 is probably 



the biggest and most involving building 
simulation of all time SimCity was just 
the beginning In Japan, Imagmeer 
brought this game to the Super Famicom 
shortly after it appeared here on the com¬ 
puter platforms The Black Pearl/T*HQ 
version is virtually the same game with 
English text. 

In your new cities, you'll be able to 
control everything from plumbing to 
space ports. The number of facilities that 
you can build has grown exponentially 
over the original SimCity Your options 



which now include providing tax incen¬ 
tives to industry and collecting special 
revenues from income and excise taxes. 
You'll even find a provision for legal 
gambling Keeping your SimCitizens has 
never been easier with so many services ' 
available. You can build schools and col¬ 
leges, hospitals, prisons, stadiums, parks, 
a yachting marina, libraries and muse¬ 
ums. Gifts appear at critical junctures, 
just like in the Super NES version of 
SimCity With all of these resources at 
your command, you might think that the 
job of mayor has suddenly become a 
piece of cake. Not so. The complexity of 
play is much greater than before. You 
begin by providing the full infrastructure 
that your SimCitizens and Simlndustries 

■ 

require The same problems that plagued : 
cities in previous versions of SimCity also : 

haunt your life in city hall here pollu- 1 

■ 

tion, traffic/ high tax rates, disasters, and : 



crime. Your success at dealing with these 
problems, while managing the budget 
and keeping citizens happy, will deter¬ 
mine your success as mayor 

The Super NES version of SimCity 
2000 includes most of the features found 
in PC and Mac versions of the game, but 
you don't have a map editor for sculpting 
the landscape before you begin Once 
you've begun play, however, you can 
raise or lower land as in the computer 
games. The other noticeable differences 
include the graphics, which can't com¬ 
pete with the crispness of a computer 
monitor, and the use of the controller 
rather than a mouse. For players who 
don't have a computer at home, but who 
love SimCity, this game provides the 
most bang for the buck Within half an 


xifet l J’StWS-DMCM) is* 473? 



hour, you'll get used to the controls and 
be headed for a megalopolis in the 
future. You'll be able to begin construc¬ 
tion this fall, probably by November. 
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POWER 
SOURCERS 
PLUG IN 


VWhfre uar ftm find if ♦blinS, wfizrob % 
vv^utik* fpdnkt-ys, hero* mined Link, the 
En^ze^ Jh|hay and t b Dole alt 
wiapped up In a r.iuums, roliickin, 
room with few rules and a life force dll 
its own?-.This. riddle has but' dr»e 
answer Nintendo Power Source On 
America Online, in' the Epic Center, 
d'hetje* qur third Interactive adventure 
ha« been exploring, brave new worlds. 
Fiir those a fyga who haven't connected 
hi Power Sodrce, pr clicked through the 
HvwlMn Wdbre, the interactive adterv 
taws are composed of bulletin-board 
posting/mneeming fictitious character*, 
S*tm a fantastic world. It's a place where 
you can ? reate an adventure ,lr tust 
have Jun reading the imaginative 

I this summer's adventnn took 

place in an unexplored, corner of 
l[ *>lf yrule where a shipwrecked peo- 
IH pie had to start a new home 
Iv im[ dst a bunch of very angry 
I . - monkeys. The characters por- 
I / frayed by our Sourcers included 
humans (Shigrami), monkeys 
(Kani), and beings that crawled 


from boiWt' pid ■ 
about ■- rr rock tn the fantasy • «■' 
verse! ’'»**• were glorious battle*, of 
.. **•**. mK morv speKs than you'd find 
iO-Jt ual for witches, but there was 
Wmethjng, completely unexpected, .is 
vndl. fhe .residents uf this bit of .cybtjf- 
.pau created a. unique community. Tlyey 
elected a governor. They built a aty, 
rheyheW a live trial. They ran shops and 
ulfts and rock concerts. Official and 
unofficial scribes, recorded and summa- 

f 1 ft 

rtied the major events of the communit y 
None of this was suggested by the orgu- 
nizen at Power Source, tt ail caow about 
spontaneously from the players hi the 
game. In the following pages, tool* find 
excerpts and art from the Soiuints And 
if you like theToqfc of this adventuiv, hot 
wait for the mart oneC’ * 







Strajpgt*, monstrous creature* ^siiid to 
inhabit the wasteland. Scattered, for¬ 
gotten ruins are also fiibled to exfttrJhc 
entire Wasteland is as stlent„except for 
the-constancy howling wind. 1 *se 
extreme cai/fcm *hen explorin' 


Recently, in the Northern Mountains, 
adventurers have located a passage to 
the eastern part of the 
i raw. i wis p A$±>i t 5 e opens 
into a desolate, deserted 
/area known as “The Ml 
Wasteland." The A 
Waste! inc) was once Ml 

Jbh ibitcd by the Ml 

KmL.iihtil overuse of Fj* VP" • 

thw land led to its cur- ij| ft 

rent itate. Now> the Bl 

ground is cracked Fil .i 

opjm, much like z Ml 

certain "De Ah Ml 

Jfilley" in < f tr B 

^way land. The Jf 

sun baked soil is 

completely lifels-ss, 

‘save for a few struggling weeds. A 
thin layer of dry dust covers the region, 
constantly blowing he^ add there. 
Thar^ haw be^n rumors, of possible 
inhabitants of the region. Armored sol¬ 
diers have betn spotted marching 
through the desert. The mysterious 
"Sirius Empire" is believed to originate 
from somewhere in the vicinitv. 


Wisdom. 

Scorp: Are you sure? It could be a 
trick. It mUht be a Foodicon. 


KonKrep 


Z«* WarteiuJotf 


f r^ JlC&y 't C\*=\ l\j*c m j i 

» 0 o*n 

5fc'f90tfacility i. wyir-T* 

_ rwy 

^mpoiicoor Dam is**™*** 

!*• Eumitfcwwfrmfcd' ta lbn*tf ininta nwk 


RJvfitcwn 
Simpotkoitf Ocm 


to^ttOWtaim 




V«V$Io*tr \ fiW" RnM 
T1» G»rtl Swmp 


SCRIBE 


B^POLeew BooewTope 


Son* <*nhe Mf t |m* *f <lv 
'^ilte oi Ao vhtuc ib« 

new "upities Horn thr> 5 crh.cUA 
<w this pxoerpt, t«*p # ^u*er 
‘Source* most 'dedicated scribe* 
'O <rk '* •d*, otherwiK kr4wn 7 »He 
itibt ® Power sumfriariz $ ‘W 


Sell-prut t.umed unuittciat scribes 
BP; also added their take 

on *** scene Ekaa 
I i.h' fun satirizing 
some uf the person- 
fllitl*s and story- 
9 lines. For instance, 

^8 ^* 0 g . afi the weird appearance 
fjjf of Transformers and 
Uecvpticons in Hyrule 
was cause for merciless 
leasing, but wen the 
official scribes, one of 
13 whom began a series of 
3 snack attacks, received a 
* verbal ribbing. ' ' 




Closer, to .home; the shipwreck^ 
Shigrami immediately set about building 
themselves a town, but as events pro¬ 
gressed, they realized that they needed 
more than .the odd inn, a city hall and a 
scattering of shops. Grand projects 
began, including an impressive irriga¬ 
tion system and the mighty Towdr of 
Vulc with its giant bclk. On a more 

g jctical level, the town h^d a Board of 
aitb, which had ih lainds toll c-m>- 
batitifc atvmbie vtfw. MoeOtl «Mt*l 


RawlevO cop, Scribe ol 


of the town The «gn pew 










Splat was walking infMvpatfc \vhitjwi 
noticed a man sitting o® bench* He pul 
a pi* behind his back, w^ked up V> the 
inapt "Excuse me, sir," UfcLrf giggled, 
"what's your name^" * 

The man looked at Splal foe a while and 
then said/My naijle is Forrest, Forrest 
Gump/ People like td call me Forrest 
Gump." Forrest picked up a box, and said 
"would you like a box of dioeolates?"..' ■» 


"* oir**r Monkey w<i.> 
piay#\- in his put of boiling oil when, 
suddenly, a bolt of lightning erupted from 
Herbie's toilet, and zapped him in the 
eyeballs. He awoke in a strange land, and ♦ 
he knew he wasn't in 


anymore 


Booey strutted along slowW with GB 
and Beano the mushroom iteThto the new 
Zora Marketplace. / J 

"WOW! This is amazing!" GB gaped. 
'Living in a cavern for years., you forget 
how awesome structures like this look. J' 
Booey shook his head, and then added 
his two cents, "I agree... Hey, t voted for 
the guy," he smiled . ***&£ 


2 XL, an inter- 
dimensional travel* 
er, was now travel* 
i(ig )h Hyrule. "Yes* 
tldtf will be a nice , 


REBELLION!!! W111*7 > 
To all who despise (Guwwooi 
post if you wanfto ioirfSfthe 
Folder. WEWtL! WIN!!! » 
LET THE REBELLION BEQ 


Vpel Sider was drying 
a few mugs when the 
• oddest-looking man 

walked to* He Was. only four feet tall, 
wore court-jester's clothing, had a (hT 
white face, and a funny red nose. He 
walked up fa) Sider and said, "Are you 
Ape I Sider?" 

"Yes," Apel replied,'That be me." 

The clown man then said,"Well then, 
you're in luck. I got a present for ^qM»" 
▼ He was giggling loudly. S 

"Really? May I have itj^ asked Sider. 
"Here it is!" and witb'That^the clo^m 
threw a big pie in Sider's face. \ 


Hey,, funny-lopki'ng, dudpi What's 
y!pur nanfe?" askedSplat 
I^LPfam 2XL dictator of 47 
I galaxies, and soon n be the 
I ruler oi^Kis one,** answered the 
5 fuhrty-fooking dude* / 


TURTLE 
ROCK I 


At one time or another, most df tfv 
‘fchancters oppaf fcy The Turtk Ruii. 

Inn lor a. dial with the 
-- ..- -w owner, Apel 

jjrjSjflt jipSf Sil u> ^ *° 

9 throw mtks of 

V> 9 foam.nK t.rew 

W t* oHh» rvin-vh- 
. * > Jf ment*) .it Vfdi 

Im <» w> <vjnt - 

- - —‘ to know wha 


(p'aokster rf .‘them alt 
*as t charaotei; named 
Sjfiiat v*c«< attfd !>y 
MorfXXX) Who ’hid a 
unique way of greet 
in* people. 


Chances are that the gov was less 
pleased with a* e ioiknvir , call to am c 
Clc312 tried '/fameni « rrfjr ’Unmbytposi- 
ine this me**#. 1 at thv Turtf. Kocklnn. 



r *tTiVd i 1 f Tf 
h-*i9 , . T mKk | .Ko9ir\Y i j 


TT^olon'FT? 



r') l>r r» ^ f i ■, r 

T i! 9 <ir ^ 1 *t > V a nE* »j_ 

iT>9^v 

’til w, * T T • ■ .J I A, , 

1 ■ m ^ I 1 W k mm 1 • 1 W a 

r a 4 t 



WTi 


1 * ■ & Z ^ ^1 

■ if i ri r T k* l 1 

X2JT3 

■ t i 


i ir^t roiMiR'. 


■ * * ■ 
ft- B 



i 1 « B I l B Bit a ■ A B 
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TThTiJ 














Sirius* 

SuMHt 

Art-*'* *: 


fought 


The trial of the century (Umm.. the only 
jArr I t ^uess) is about to begin! The 
Wizimbe Trading Company vs. Jackson 
News trial it ready to toll! 8ut, 

course, how 


•ui judge, jury, ana txecutionerf (???) 
ff you #rt Interested m participating in 

the Ffifll dp 2 jUfOr, VI MMJVV WIHL UlllCI 

official position (Deputy Dusty?), attend 
Governor Gaplaza's town Hall Meeting 
tomorrow at 6:00 PM EST. 3i00 PST, 


We never djd fiijd «ffart «4topiit 
tXidty was, faift th - rtaVtocty 1 »ia«~e 
jftttico H skeins; w" You pbtv'i 

also hear tales of epic struggle* ir ftfu 
Turtle Rotlf Intv y*-*roup of herd** toe 
ated by 'DragtototoS explored fhf* 
E'stobv Vejipne 1 Aving manj ch/> 
t^r a thir J|rightin„ ypelunkiby «cap 
Uij; Irnoi Wo Wins ■ fid discuwrii.t? the 
'Wise • *«•-1 matures know* a* the 
Cith ht-0*»h- Hivi- gpyd wm to rfto'-’* 

JP ‘ i 


lion head $pok*v \rW th^se are my 
brothers,* Drake,* ^^’tiirned toward 
the dragon ''and Carthok," 

> "We have protected this map 
e ;pitfce for six-hundred years.., you are 
the first to defeat us," Garthok said, his 
voieg high-pitched but still intimidating 


on ilia. Ol one sort at another, has 
always been a hallmaik -if Pow*>r 
Sourc '* interactive adventures. Mighty 
fatth'** emtn hr .’hnost pedestrian for 
'heir ircquervcy, Sul ti.fmiiy 21 may haw 
found a better way. to deal with megalo¬ 
maniac leaders: you put them on TV as 
in the ta^F of the foUnWiric interview' 


With the evil Emperor Dharkon on the 
Turtle Rock Enleriiinmt nt channel 


We caiight yp with Emper 
inside ^i* tow4r recently, Where our 
reportTripp WM,rton W« able to 
obt lin Jn exciody e interview with th 
man known ority as 'Emperor Dharkon 
He's a rather njtriguing guy, and ladies, 
he 1 # singlel / 

TR: So, Dharkon- 

feD; Call me "Emperor' 1 , or "My Liege' 1 , 
or T*hall have your head removed, 

Tib Right, Emperor. So, Emperor, 
what's it like being one of the biggest 
villans left here in Hylia, what with 
Kenoh gone and Zeron not realty doin^ 

E anything at the moment? \ i 

ED." Well, Tripp, 1 kinds like being at the 
tdp. But you know, I think it may get to be 
a bit of a nuisance eventually, what with 
do-gooders everywhere trying to rid the 
world of all evil and all that 


Yes, there’s mj re*f fur wicked yuters 
of the univ«$V U |r«ni- th.il the 
ttyrulbw Adv enture writers didn t jp»f 
ItftK# ryslj either, lit ^Jit? first three 
months uf the adventui. wet) over 
b.ftptt pivdtmis *vorv made. Even mm 
thl- adventure teutonics. What w*h 
become of Emperor Dharkon? Who will 
Splat splat next?. WiH Governor Gapfaza 
survive the rebellion? What will happen 
to Easterly Hynile now'that it has been 
discovered? The answers to these que»- 
tf nns and more can 6e found only jo nhe 
place? Nintendo Power Source oh 
America Online* in' A Hyrifban 
Adventure, ' »* V ' 


Cl IlivU 


A * 


Hyralian Adventure 

hlani Map 



/ *>^11 
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/* age t*rpetfoi?Ti a itt : fiit 5&per 
I l^jftimp ic^ffack irt "battle, you 
I | wtl] rec^vet(ie^scarf : fcomthe 
! same K-9 That tells you how 
f ^jai^TreasUfe Boxes you've 
^*fbund v Performing a 30-hit 
; Super Jump js extremely diff¬ 
icult, especially since the tim- 
•: ing of your jumps will 
\ change at about the 16th or 
: 17th hit and around the 22nd 
\ or 23rd hit. Your only hope is 
: to pay close attention and 
1 count your jumps as you go. 

Fungi Lamp 

9 

9 

\ One particularly puzzling 

9 

\ item is the Fungi Lamp, 
' which is a table lamp that 
i looks like a mushroom You'll 

9 

usually find one sitting on a 


Mario and Co. have pulled upftheir side-scrolling' roots and planted them¬ 
selves squarely in epic territory. Combining"the charm and humor of the 
Super Mario Bros, series with ike intricate plots and strategies of RPGs, 
Super Mario RPG: Legend of the Seven Stars is introducing a horde of new 
fans to the fun and grandeur of epic entertainment! 


A NEW 
CAREER 


Area 


Boxes 


Mushroom Kingdom 
Bandit's Way 
Rose Town 
Forest Maze jgiy 
Pipe Vault * ' '' 


Mario, now that’s a name 

•> 

you may never have expect¬ 
ed to see in this column, but 
by all accounts, Super Mario 
RPG: Legend of the Seven . 
Stars is an unqualified hit,] 
among long-time Mariarfafis I 
and RPG enthusiast"alike^ 
This single game clirjprftty 5 
accounts'for about 1$% of* 
the game play calls, that : 
N i nteridp receiycSf a nd^ 
we ve f been>* nail I mg in l 
^bushels of letters asking us aH 
sorts ‘’of que$tf6ns about this : 
tfreakthitfugh title. ire - 
fgSftfmsar w^tve expanded <1 
this mqmh's EpijpStrategy to f 
four pages^and dedicated ; 
them,; to your Super Mario ; 
RPC FAQ* 


? upland after you 

j; defeat Valentina^poco yydl 
: drop IF^wherv^ou confront 
l Him In town in the building 
| on tar right. If you want to 
\ know b 0 W many boxes you 
. havfe, visit the Thwomp's 
Room in Monstro Town The 
K-9 (the rat- or dog-like mon- 
Most ojWfie boxes can be | ster with flashing eyes) there 

9 A 9 

retrfev£d at any time, even : will keep a tally and tell you 
after yp.u*ve moved on to ; how many you've found 
another area The only 1 so far 
Exception is the box in the ; . f f . ^ ^ 

Mushroom Kingdom Castle, i AttacK aCarj 
which was discussed in last j Besides the Signal Ring, there 
month's Counselors'Corner • are several other items and 


The first Fungi Lamp you'll find is in 
Mario's Pad 


shelf or a dresser in a room. It 
has the power to restore your 
hit points and Flower Points, 
just as if you had slept for a 
night at an Inn. You activate 
it by standing in front of it 
and pressing A. 

Seed & Fertilizer , 

A number of players- have 
obtained the Seedi which is 
the reward for defeating 
Smilaggm Besan Valley, hjrC 
mtfny are unsure what to do - 
wfyh it like many of the trin¬ 
kets and babies you^tf findf 
in SMRPG, thtsifeed con¬ 
nected t$ntetferal Qtfier items 
and events, but these £on- 
^ction^arenWeadfly appai> 
ent at fiitefglar^e. You won't 
be able fo^tfse the Seed until 
■ftej^ou defeat Valentina in 
Nimbus Land. 

•I -After you've rid the world 
i will i of Valentina's evil (and poor 
ittrib- : fashion sense), go back to the 
man- • mam town square in Nimbus 


Treasure Boxes 


One of the questions we've 
received most often is, 
’’Where are all of the hidden 
Treasure Boxes£" There are 
39 hidden Treasure Boxes in 
the Mushroom Kingdom, and 
the chart above shows how 
many there are in each area 
of the game Finding the 
boxes is not essential, but 
most contain valuable good¬ 
ies, like Frog Coins. 
















Land. From the entrance, 
walk to the right until you see 
one of the townsfolk Walk 
up along the wall, pushing 
right at the same time After a 


It's not surprising that many play¬ 
ers never find the Fertilizer 

few steps, you should come 
across an invisible path that 
leads you out into the open 
air Follow the path to fmd^. 
Shyster He'll give you^some & 
Fertilizer to keep yoli quieU 
Now take^the Seed and \ 
the Fertilizer arid head bagfe'i 
toHtosp Town, ft you^'^ive 1 
them tlvthe Gardener, 
grow *ie that"w 1 1j jend up fr 

into Jbe ^clouds^ <fhrnb Tbe j 
vine and searcti the c 
find-^f^risel^^ Lazy 
anrf the fazy S^ell^Armorb ; 

le Lazy- Shelr is the mbsl 
powerful weapon ,jir Mario's 
\ arsenal, and it will increase 
Vhis ‘attack power by 90 
points The lazy Shell Armor 
can be worn by anyone in 
your party, and while it 
decreases your Speed, Attack 
and Magic Attack stats by 50 
points each, it will boost your 
Defense and Magic Defense * 
ratings by 127 points each 1 

Beetle Box 

item we'll cover at 
is the Beetle Box 
a special cage that will 
you to collect valuable 
insects at Booster Hill 

Once you've beaten 
Yaridovich, the Seaside Town 
Item Shop will be bought out 
and turned into a Beetles R 
Us franchise. Pay the Smfit 
100 coins as an initiation fee 
and 50 coins for the Beetle 
Box Return to Booster Hill 
and run the race as you did 
when you chased Booster, 


jumping from barrel to barrel 
to reach a higher position on 
the steep slope. Jf you get 
high enough, you'll be able 
to grab a beetle. 


complete the puzzle cori 
ly, you'll receive Jbc Eld 
Key, which ui 
to the Elders Room 
left. Tl 

Chomp/ Bowserfirst, 
+ \ * 

7 — T weapon! 

_ / ; 

wuld be even bettor) i i Sweet Sun 

, ■ ' >.1 / 

Now go back to Beetles R UWhen 

Us anjl re d 

al t/nder. /\ female si 

'ill net one Pripc^sfc . 

Beetle wilj f that. stferation, you 

coins^ and A^f^re ! maf want to make a quick 

Beetle wiU be wprth ai Frog^f detour to the M. 

3ii d< _ 

jf 


Marrymore Inn 

ven rf yod don'tJhSVe , There's a hidden Treasure 
eetl£ Bo*, you tarfrun the j Box in the regular guest room 
race and some-extra 1 on the second floor, and you 


F Id^/e 

Portrait Puzzle 

Now on to some of the trick- 
• 

ier areas in SMRPG that 
weren't covered in our regu¬ 
lar reviews. The first thing 
problem is the Booster por¬ 
trait puzzle in Booster Tower 
You'll see paintings of 
Booster's ancestors when you 
first enter the tower and 
again when you exit down 
and right from the tower's 
first Save Point When you 


won't have to pay the room 
fee of 10 coins to get in If 
you need to restore your 
strength, though, you may as 
well spend the night before 
you rescue the Princess. 

(f you want to splurge, you 
can crash in the Honeymoon 
Suite on the third floor for 
100 coins. Room service is 
available in the suite by ring¬ 
ing the bell. The Pick Me Up 
goes for twice the normal 
price, but the KeroKero Cola 
is a bargain at 25% off regu- 


Boostor certainly comes from a 
handsome familyl (Not') 

get to the second set of por¬ 
traits, you'll be instructed to 
select them (face the picture 
and press A) in order from the 
oldest to the youngest. If you 
were to number the portraits 
from one to six starting from 
the left, the solution to the 
puzzle is 6-5-3-1-2-4. If you 


Well, it could be worse It's better 
than washing dishesl 

lar retail If you spend one 
night in the suite, the staff of 
the Marrymore Inn will show 
their appreciation for your 
patronage by giving you a 
Flower Tab If you extend 
your stay to three nights, 
they'll give you a Flower Jar, 
and if you stay five nights, 


they'll give you a Frog Coin 
:. Make sure that you have 

♦c 

enough cash, though. Jf you 
s can’t pay your bill, you'll 
l have to work as a bellhop 
until you've cleared the debt 1 

Under/ the Sea 

‘ Anothfer big mystery that has 
; ajrit of players stumped is the 
\ password puzzle in the 
? Sunken Ship In the first puz- 

* zle room, jump up and force 
; the Koopa Paratroopa to 

* knock the ball onto the 

* 

: switch. In the second room, 
♦ 

* hit the blocks to line up the 
! trampolines so that the ball 

will hit the switch Jn the 

♦ 

: third room, work your way 

* through the maze, jumping 

♦ 

* often to find the invisible 
; blocks In the fourth room, 

* run and grab the coins before 
; they vanish Jn the fifth room, 
; hit the block to fire the first 
. cannon, then hit each can- 
‘ nonball in turn In the sixth 
; room, jump on the barrel and 

* guide it around using the 
: Control Pad Place the barrel 

* on one switch and then stand 
S on the other one 

Once you have the clues, 
use them to figure out the 
password (If the answer still 
eludes you, it's PEARLS) Go 
to the password blocks and, 

Ship Password 


Block 

i 

M 

C 

0 

T 

P 

Block 

2- 

0 

T 

E 

S 

Y 

Block 

3 

A 

R 

E 

T 

S 

Block 

4- 

A 

T 

R 

S 

C 

Block 

5. 

T 

E 

R 

L 

0 

Block 

6- 

S 

T 

E 

K 

R 


starting in the upper left cor¬ 
ner, hit them to scroll through 
letters and spell out the pass¬ 
word Now speak into the 
pipe to open the door King 
Calaman awaits 1 
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; mies .or 
lr Defeat the 


Follow 


right to the stairs,, < 
n tho*£fairs, then w^ilk i 
ftght to the exit,' 
q/6v jhis is wpcf'e thin 
nteresting/TOif must p. 
:loajced Shamarflfo coi: 
wanttp^go on. Nt?ll a 
.to- flip - the * Gargoy 


ppear ipe oraer m 
gou flTp the, switches 
terminc your forlune 


You're ibOkmfli'for 

I ll sell one for 400 coins. 
Arc you Interested 9 


We Icomt to fTw'pur 'fc^ha store/ ' 

Would you like a "Shiny Stone*? 


briftom < ngpr roonviSn the 
lower level ot the 1 town.. 

If youj*$£ the,Fungi Lamp 


O/i the Road to 
Monstro Town 

After you complete your mis¬ 
sions in Land's End, you'll 
head over to Monstro Town 
by way of an underground 
passage In the underground 
area of Land's End, drop 
down to the lower part of the 
chamber and make your 
to the exit Walk up and right 
to the next screen. Walk up 
and right again, then drop ->4sethec 
down the hole. You'll appear 
in a large room with a few 
Gekits Defeat them, then 
search behind the crates in 
the left corner to find a wan¬ 
dering peddler selling an 
Invincibility Star for 400 


the different paths you can 

■ 

take and see which ones will ■ 
allow you to exit the maze J 
Sequence five will either gftfe \ 


two, th$ee* or six Jo get yoq^f and stay the nj^ht m/thefr f 


your second i tftfim, the Fears witt appear to 
fortuhe>*!lfsay, "Mm, I m 


first fortune, 

he^lfsay, "Mm, I'm,#* " yooii^ffreatTjand ask you to 
hungi^l Wisfc I had-isdfne- r pfey a game "of Find the Flag 
thing TljiftS^eansjhat | If yowljn cover all three flags, 

dme wilLftgfrt yoCTand try 1 >> 
maj^a snaclc 6/ you. 
n and. .right exit • 

will chaWbrme ypwto 5 


fortune 


1)elow4!b select th< 
path you want 


\ 


you'd have a 
defeat him and 


select 

3 


yoodouble your money back 
of give you a Frog Coin, so 
you rtuiy want to loop 
throifgfi the maze several 
times with this fortune before 
you move on to Monstro 
Town. 

After you pay the fee, flip 
the Gargoyle switches, read 
the scroll that appears, then 


BeJofrie 
; it duel), 
chance^ to 

the path If your second 
fortune says, "Sorry, l ; m not 
: accepting visitors past my 


If you turn down his offer, the ped¬ 
dler will disappear for good 

coins Walk up and 
the exit Work 
and right 
down 


go up and right to the next 
room. Drop dowivtfie*'green i refuse to fightTyoO” and the 
pipe Depending-bn your for- • path wiILTeniaif^closed If 
tune, yotffl eithei* see eno* : Belong won't light, but 
a Tfeasure ^JJbx. t/ijtfani to move back 

nv^foom for. a drf- 


enemjps or open-" 
to - /Tpen th£*^gat^ # 
the path^#terei.4>nly i 


te Fears will award you the 
Ghost Medal, which will 
double the wearer's Defense 
and Magic Power 

The Greaper Flag is behind 
the welcome sign in Rose 
Town, the Dry Bones Flag is 
under the bed in Mario's Pad 
and the Big Boo Flag is on 
Yo'ster Isle, between the let¬ 
ters "O" and "A" on the 
race track goal line Happy 
hunting 1 

The locked Door 

the Locked Door (the middle 
door on the lower level) is 
another oft-discussed feature 
of Monstro Town This is 
iedtime,"jht?n Belome will { another case of several differ¬ 
ent items and situations mter- 
ing at one point To unlock 
the door, you must first buy 
some Fireworks from the 
Moleville Item Shop Leave 
the shop and go up and right 
to find a baby mole wearing a 


If past Belome's bedtime, go 
t#ck for another fortune. 


you 


•? 

* 


forlune 
take 


the -path you 
beypntf this room. You can 
consult the chart below to see 


one way to go) until you see 
the Shaman again. Flip the 
lone Gargoyle switch for your 
second fortune 

If you used sequence one, 


tlwfirsF^Drtu rjp*rtw 
3 ierent reading 

| Qttfe you defeat Belome, 
\ jump ttfrlfifc switch to open 
the gate Go to the chamber 
| beyond and jump down the 
pipe to get to Monstro Town 

The 3 Musty 
Fears 

Monstro Town is a veritable 
hotbed of activity in SMRPG 
Some of the most common 

■ 

! questions we get about this 
area concern the 3 Musty 


3 MUSTY FEA.tff 

tton'k fcr*rt wh»fc wt oWMOUf 


Sequence 


Result 


1. Left-Center-Right 

2. Left-Right-Center 
3 Center-Left-Right 
4.Center-Right-Left 

5 Right-Left-Center 

6 Right-Center-Left 

NINTENDO POWER 


Receive Ybshi's Cookie or a Mushroom, 
Belome will fight 

Receive YbshTs Cookie, Belome will f inht 
Battle three Chows, Belome will fight 
Battle three Chows or onejjhy Away/ 
Belome won't fight ~ * 

Receive 100 coins jjFone Frog€pin, 

Belome won’t fight . * . * 

Receive J00 coins, BelSme will fight' 


This young entrepreneur., 
over the Shiny Stone ipfcxehange 
for some Fireworks. 

pink jtbbon , She .owns apd 
operates the imaginary ^Pur- 
tfeod Store," and she'll, ti 
the Firewgrf;s for 
^tone^Tbis se^mmgly trtno^ 
j^nt hunjptff rod 
ally atfbvy you: 

^Sfcbcket^ Doojf antf reveal 

Cujex, boss. W you 

Fearsome theywayseemrbut ^ TV defeat him; you'j.l be award- 
you needndtbe afrskWfjbis ter- legendary Quartz 

. J^C^rnv^vbich protects the 

f^Fears^Tfie Fears resfcjp TmtfTe^ wearer from fatal attacks, 


multiplies your Attack ratings 
by a factor of 1 5 and dou¬ 
bles your Defense ratings 



















Grate Guy s 
Casing 

t Like so nriany of tbejitt 
I in 5MRPG, •fift'eiing , 

• Guy'sXastno is 
: several secju^rK^es of"' 
i. that are to miss. If 
? liko-^o get/2f nternbere 
i^nis excl/sLwe e^tabfishmgirt, 

Tteluri to. Booster 
jtjwweKsometiriie after you've 
f i^srtied the Princess 
r Retrace your route through 
TgjjHjSle 1 ibe tower to find Knife Guy in 
ock tjj w j the room just before the first 
Teifjple I Save Point. Play his guessing 


ations 


Talk to the Thwomp seven time 
and watch him make the earth/ 
move’ r* - 


demonstrate his earth-shaking 
jumping ability'. After the spv 
^rith jumpG^ne key wiMeome 


Princess Frying- Pan <y* 

the bps*weaponsf6wh ,.p6u 
of #ou r arsgiGl for, this battle 
Vo;*' should. £#so no&jjiha 
tta/bhin^ Slone)havf>nothe 
purposoifi'tii^ame. If ybi 
take it to Kfe Moleville I ten 


H»Uo-MarlS? 


Ocn, you-iiava a'Carb 
I'm so huwry. 

May l hiv* it, pisasp 


Colex may seem very 
familiar to many of you, espe¬ 
cially long-time Final Fantasy 
fans. You should be at least 


key balancing precariously 
on a ledge above the door 
Every time you speak to the 
Thwomp, he'll want to 


Timed hits and timed defense will 
be key to winning battles in the 
latter part of the game 


experience level 26 before 
you confront him Culex has 

about 4,320 hit points, and . ^irtfK |ump,4he key yy 
he'll be aided and abetted by f tumbfm^ down This 
the Fire Crystal (2,70$)- HP), - yrhtch many play, 
the Water Crystal HP), ( enly^elievp, yfitf o 

the Earth Crystal (3,270 IIP) lacked dowri'th 

and the*Air CpystnI (800 1®^ is ^Ekdally <{ie los 
azy ^hell/ 38 1 


tem 


This Mole child can direct you back 
to the Midas River 

you can trade it for the 
Cookie, a favorite 
Moleville Chil¬ 
ean then give this 
the little mole on the 
far left side of town that's sit¬ 
ting on a bucket The bucket 
will take you back to the 
Midas River, the site of the 
Waterfall Challenge and the 
Barrel Jumping Fvent 
The last Monstro Town mys- 

The Tent pie Key 

tery takes us back to the 
Thwomp's Room on the 
lower level. There's a strange 


Wfiicfv will 

Sntance Ime's Tefriple 
with^rne key- fn hand, 
jurppon i he trampoline at 
e top. feft corner of Monstro 
] Town to return to Land's End 
t Work your way back through 
the tunnels to the first fortune 
room Use sequence four or 
five to choose a path in which 
Belome will not fight. Go on 
through the second fortune 
room and confront Belome. If 
you give him the key, he'll 
open up Belome's Temple, 
which is really his personal 
treasure vault Take advan¬ 
tage of his uncharacteristic 


It may be past bis bedtime, but 
Belorre will welcome you if you 
have the Temple toy 

generosity and grab all the 
loot a Royal Syrup, a Max 
Mushroom, a Fire Bomb, 
eight Frog Coins and Four 
Flowers Belome's ill-gotten 
gams can finally be put to 
good use 1 


Grate Guy will be more interested 
in playing than fighting 

game until you've won 12 
times (any losses will be sub¬ 
tracted from your wins) Knife 
Guy will then give you the 
Bright Card as a prize 

Continue through the 
game until you reach Bean 
Valley, if you haven't already 
From the beginning of Bean 
Valley, walk up and right, 
then hop down the green 
pipe on the right. Work your 
way up and left and enter the 
next green pipe. Walk up and 
left to the next screen. You 
should now see five green 
pipes with Piranha Plants 
growing out of them and a 
Save Point Wait for the 
Shyster to water the upper¬ 
most plant, then defeat it. 
Hop down the open pipe 
Walk up and right to the 
wall, then up and left to the 


next wall. Now walk all the 
way down and left to the end 
of the path You should be 
j- sfandfag in the comer that is 
above wd to the left of the 
■ goldenJSFioirip Chomp Jump 
j arou/Wf to reveal a hidden 
I btock and path. Follow the 


You must follow a looping route 
through Bean Valley to make the 
path to the Casino appear 

path back to the mam World 
Map. The path to the Casino 
will now be open 

The Bright Card will be 
your ticket into the Casino, 
and the Slot Machine, 
Blackjack and Look Away are 
the three games you can play. 
Frog Corns are the usual 
prizes, but if you play Look 
Away with Grate Guy (talk to 
him several times to get him 
started) and win about 100 
times, he'll give you a Star 
Egg The Star Egg is a reusable 


If you also equip the Ster Egg, the 
Quartz Charm will inflict up to 150 
HP worth of damage 

item that will inflict about 
100 HP of damage to all ene¬ 
mies in battle That's not a 
bad take for a single 
evening's work, wouldn't 
you say? 
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In August, Famimaga 64, a Japanese gaming 
magazine, interviewed Mr. Shigeru Miyamata 
regarding the N64 and upcoming games far it. 
This month, we're letting you listen in ta hear 
what he has ta say about the future af gaming. 

Ed.: When did you start planning Super Mario 64? 

SM: I'd had the concept for the game for a long time but 
didn't write the specs for it until just before Shoshmkai last 
year I had wanted to make games using polygons even 
before the Super Famicom was released Of course, polygon 
graphics originally didn't work well with the Super 
Famicom. When the FX chip became available, 1 tried and 
tested polygon graphics many times while making Star Fox 
and Wild Trax {Stunt Race FX in the U.S.J and slowly con¬ 
structed basic ideas about using them. It was about three 
years ago when I finally understood what specs were need¬ 
ed to move a certain character or object I was finally able to 
visualize the N64 at that time. Then it took another year and 
a half to translate to N64. In the beginning, we 
weren't sure whether or not the N64’s specs and 
abilities were real. 


Ed •: So, it was about a year and a half ago that you came up 
with Super Mario 64? 

SM: Yes, we made samples and tested them lor the first half 
year, then we spent about a year in actual development and 
production The development/production process look a 
year, but in total, it took 5-6 years for us to complete the 


game from early idea to finished product. 

Ed.: Which part did you develop first? 

SM: We spent a year or so developing the characters and 
camera angles before we went into details. Mario and MIPS, 
tbe rabbit in the basement of the castle, were the only char¬ 
acters we had in the beginning We used them repeatedly for 
testing. For example, we had the rabbit follow Mario to a 
mountain summit, then we changed the viewpoint there, and 
so on We thought about using a different character in the 
basement of the castle for the final version, but we couldn't 
ignore the rabbit We must say that the whole process of 
developing this game began with Mario and the rabbit 
Ed •: How did you decide what the world of Super Mario 64 
would be like? 

SM: I always decide on the basic ideas/concepts (such as 
Mario's moves) first, then I add other things until it takes a 
certain shape. After that, I start the total concept of the game 
In the case of Super Mario 64, I began creating the world 
after Shoshmkai (November, 1995] Before that, I had only 
general ideas, such as what kinds of monsters we wanted, 
and that there would be no blood Ideas such as the struc¬ 
tures of courses or hanging pictures on the walls in the cas¬ 
tle came up later, ja— 

Ed.: So you started with Mano's actions, or movements, 
when making the game? 

SM: Yes, they’re the core of this game Mario's actions came 

first, then we made the 
courses that fit his 
movements. 

Ed.: There are lots of 
actions and moves in the game, but some of them are not 
necessarily critical to defeating enemies or clearing obsta¬ 
cles Did you put them in on purpose? 

SM: The leg sweep, trip move was supposed to be a useful 
skill at first it could be used to knock bamboo poles down 
or to defeat Goombas 1 here are lots of things I planned, but 
of course, not everything came out exactly as I wanted I just 
wanted to create as many moves as possible that could be 
controlled with a combination of the Control Stick and but¬ 
tons, not only for a practical purpose but also to have fun 
while playing A player may discover a new one as he plays 
and say, "Whoa’ I've found a cool move’" 

Ed.: Yeah, and controlling the moves isn’t very complicated, is it? 
SM: Basically, only the A and B Buttons are used in the 
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game for control. Other buttons are not necessary for game 
play, but they are quite handy once you learn to use them. I 
spent quite a bit of time coming up with the functions of the 
C Buttons I wasn't sure how I should set tire C Buttons' 
Should the camera angle move to the right, or should you see 
Mario's right side when you press the right C Button? In the 
end, I set the C Buttons so they work like the controls of an 
airplane. The camera zooms in when you press the top C 
Button, and it turns to the right when you press the right C 
Button 

Ed.: Regarding the viewpoint, there are places where the player 
can't see, such as in narrow areas Do you think it's a problem' 1 
SM: The N64 may be t he only home machine that can ere- 

SUPER MARIO 64 I Z "-C 

dimension¬ 
al view, no matter which direction you're looking. Because 
of this ability, Mario cannot be seen when he's behind a wall, 
and this agrees with natural physical law. It wouldn't have 

been right if we had 
i&jrj changed the settings so 

that Mario could have 
been seen through the 
wall. On the other hand, 
if we had set the view¬ 
point to shift each time, 
Mario moved, it might 
have been quite confus¬ 
ing I believe we have 
done everything to get 
the best possible view¬ 
points. 

Ed.: Will the viewpoint 
be improved in the 
future? 

SM: Of course we 
should improve it to a 
certain degree, but we 
can't do much with the 
things that are physically 
correct. We can only suggest that players move around or 
stop tor a better view 

Ed.: What differences, other than the language, are there in 
the Japanese and English versions? 


SM: In the 

English version, 
characters speak 
much more than 
they do in the 
Japanese version 
Ed.: Where did you 
add voices in the English 
version? 

SM: For example, you' 




hear 


Mario's voice say, "Here we go!" when you enter 1 
a course Also, Peach talks during the final scene “ 

I wish we could sell this version in Japan for the one-year 
anniversary or as a Christmas special But, realistically, 
I don't think we can sell the English version in Japan, since 

so many players already bought the Japanese version as soon 
as it was released 

Ed.: By the way, do you make changes in American games 
to fit the Japanese market? 

SM: We translate them .from English to Japanese, and basi¬ 
cally, that's all Of course, there are some games, especially 
sports games, that we make some changes to in order to sell 
them in Japan If we released Ken-Griffey Jr Baseball in 
Japan, we would need to make minor changes, like adding 
scenes and the sounds of fans hitting bells and drums to 
make it fit better in our culture 

Ed.: There are more puzzles to solve in Super Mano 64 than 
in other Mario games Why is that? 

SM: I was also developing Zelda 64 while I was working on 
Super Mano 64, and I had lots of ideas for Zelda. Since 
Mario was going to be released earlier, J used some of those 
ideas in it I did the same thing when the Super Famicom ver¬ 
sions of Zelda and Mario were being developed. 1 switched 
ideas between the two games. 

Ed.: Is Zelda 64 going to be similar to Super Mario 64? 

SM: They resemble one another in some parts Of course, 
about half of Zelda will be completely different 
Ed.: Are the characters in Zelda 64 going to move around in 
3-D fields like the ones in Mario do? 

SM: Yes, in some places 

Ed.; So, will Zelda 64 be like an RPG of Mario with a sword? 
SM: No. I'm sure everyone would complain if we did 
that They'd think that Zelda 64 looked too much like Super 
Mario 64 
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Ed.: Then what makes Zelda 64 different from Mario 64? 
SM: I can't say anything yet Well, the camera system 
Ed.: We saw the video of Zeldn 64 Have you made many, 
changes since that video? 

SM: Yes, scenes in the final version will be quite different 
from those in the video, but you will still see some scenes 
from the same angles that you saw in the video We aren't 
sure if it's the best angle for actually playing It's possible 
to make demo scenes from that angle-they aren't difficult 
to create By the way, some people thought that the demo 
scenes at Shoshinkai were playing on development equip¬ 
ment, but they were actually playing on the N64 

Ed.: We were 
shocked 
when we saw 
that demon* 
stration video. 
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SM: What 

parts of the 

video were most amazing to you ? Were you surprised by the 
shining, metallic-looking soldiers? 

Ed.: I couldn't believe that those amazing characters were in 
the actual game. I thought images like those were possible 
only with development equipment. 

SM: But you saw them actually move in the video. You 
might have noticed the soldiers stop for a moment just before 
making a move, such as just before swinging a sword. Their 
action didn't look natural because of those brief breaks. We 
need to adjust this problem in the final version 
Ed.: Regarding Wave Race 64, why did you make such big 
changes in the watercraft? They're very different from the 
ones we saw at first 

SM: Before Shoshinkai, we concentrated on making the 
water as realistic as possible on the screen, and we concen¬ 
trated on the vehicles after the show Although we used boats 
in the video, we decided on jet skis later. Boats looked pret¬ 
ty good at the show, but I didn't think that Wave Race 64 
would be unique from similar games on other systems if we 
used boats Jet skis can show many maneuvers that work 
well in the realistic water of Wave Race 64 
Ed.: How is Star Fox coming? 

SM: Everything is going well. That game is . no, I must not 
give anything away Well, its graphics are sharp and clear 
Ed.: How about the player's vehicle? A tank was used in 
the Shoshinkai video. 

SM: Player's vehicle? I shouldn't make comments on this.. 
I can only say that the tank is a player's vehicle. 

Ed.: Everyone is really looking forward to seeing Super 
Mario Kart R. How's it going? 

SM: We are working on high-speed processing and other 
technical improvements We want to design this game so 


that users can play in four-player mode as well as in one- 
player mode 

Ed.: The video version looked nearly complete Do you still 
need time for adjustments? 

SM: Yes, that's one of the reasons we're still working on it. 
We are also spending time creating different driving styles 
The Control Stick will control the cars, and the cars in this 
game will run very differently from one another. Some cars 
have very touchy handling, while others have straight-for¬ 
ward handling. We're also spending lots of time on the char¬ 
acters, like changing Donkey Kong to Super Donkey Kong 
Ed.: Regarding the control, it the Control Stick just for han¬ 
dling the wheel? 

SM: Well, I can't tell you. How to use the Control Stick is 
the most critical part of the game, but, again, 1 can't tell you.*/ 
Ed.: Almost all of Nintendo's new games, including Super 
Mario 64, use polygon graphics Are you going to use poly¬ 
gon graphics in your future games? 

SM: One of the major reasons that I wanted to develop for 
the N64 is that it makes it possible to draw precise, realistic 
3-D images and scenes The video world will not expand 
without accurate graphics and scenes For that reason, we 
will be using polygons more in designing games 

Quality per pixel of a picture is very high, so even 2-D 
games look totally different. Pictures can also be reduced or 
enlarged without any problem 

Development of Super Famicom games depended on the 
specs of the hardware. We needed to know how many 
sprites were possible on the hardware. On the other hand, 
that made it easy to create a game But the N64 
Lr is programming-free hardware A designer can 
create whatever he wants without worrying about 
^■0 sprites or cells 

^ Unlike program¬ 

ming for the Super 
Famicom, we don't 
have to consider the 
specs of the hard¬ 
ware when making 
2-D games for the 
N64. Designing 
games will depend 
on what the programmers do. They can use the N64 to do 
whatever they want, such are morphing 

So we may see games that make us wonder how they 
were created The N64 is really an interesting and exciting 
machine In some cases, 2-D images created on the N64 
may be more* interesting than 3-D graphics We can create 
high quality and cool 2-D graphics. Right now, we're mak¬ 
ing Yoshi's Island in 2-D. 

Ed.: Nintendo released Yoshi's Island for the Super Famicom 
after Donkey Kong Country The graphics for Yoshi's Island 
were, by contrast, softer and more pastel 
SM: Yes, you're right Regarding the release of Yoshi Island 
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for N64, we want to wait at least six months after the release 
of Super Mario 64 to release it 

Ed.: What do you think about connecting the N64 to a net* 
work system? 

SM: Networking is one of the important ideas in the long 
run, but I don't think that we need to discuss a long-term 
plan with consumers right now. Frankly, I wouldn't be inter¬ 
esting in networking right now if I were a consumer. Why do 
we need to worry about things that might be available in the 
future? We should consider networking when it becomes 
truly available I believe that recent debates on networking 

are discussed primarily to 
profit hardware manufac¬ 
turers and stores. It's like the 
multi-media boom we 


may get extra telephone lines for networking in the future, 
but it isn't realistic in Japan right now J am more focused on 
simultaneous multi-play. 

Ed.: What about 64DD? 

SMs You will see it at Shoshmkai in November. I can't say 
anything else right now. 

Ed.: I heard that the 64DD uses a writable disk. If that's true, 
how will you use it for the upcoming Zelda game? 

SM: That's a top secret 

Ed.: How is the controller Memory Pak used? 

SM: It can be used as an optional accessory. You can use the 
Memory Pak for backing up certain game data Of course, 
the 64DD will be used for back-up in the future, too. J am 
hoping that players use the Pak to save their personal data for 
sports games, then play together That will be fun 


Last summer Senior Editor Leslie Swan went to NCL in Kyoto 
to work with Nintendo's exclusive E/\D group on the English 
version of Super Mario 64. She wrote the English screen text, 
then had her voice recorded and digitized for the game. 
(She's Princess Toadstool ) 'They asked me to sound 
'sweet/" she said. "It was a stretch/' 

Her impressions of Mr. Miyamoto: Interesting, creative, 
busy. "He's directing several projects at once, and he over¬ 
sees even the sm '.Ilest d itails to make sure that they're right. But 
as hard working as he is, he also has a fun, creative sicL. He likes 
music and plays in his own band. Wlion it came time to take a 
break, he'd get out his guitar and play right there in the office." 


WAVE RACE 


experienced a while ago. 
Networking N64 will be 
realistic when the N64 is in 
about five million house¬ 
holds Anyway, Nintendo hardware can be easily applied to 
a network at any time 

Japan is not ready for a network yet Regular households 
have only one telephone line If a gamer were occupying the 
phone line with the network, other family members would¬ 
n't be able to use the phone. We'll have to wait until the gov¬ 
ernment takes the lead in networking or until the household 
environment is ready for a network 
Ed*: I understand that it will take a while until networking 
will be widely accepted. 

SM: I am looking forward to that day Some households 


MLM ■ A message fro readers from 

i Mr. Miyomoto: 

Isn't it a great feeling to complete courses, 
or to discover secret shortcuts? All players like to discover 
tips and figure out new ways to do things It's the same all 
around the world Figuring things out in games is common 
ground for players everywhere It's possible only in the virtu¬ 
al world, and that's what we want to create with the N64. 

The N64 enables us to create completely different scenes 
and new games that no one has ever experienced before, 
and we're working hard to do that Even if people see what 
we've done and say that it's not a game, we want to contin¬ 
ue to create new experiences, things that 
seen before. We're going to produce 
many excellent games for the N64. 

I assure you that you'll 
regret buying an N64' Please 
look forward to it 
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the tournament 
to wars to ultiitfllU 
victory or ultimate 
defeat* 


% 2 m Mtombatj™ 

hcrpartlit yt 
take over me r .ittky i 
Partnars wilt take tuiA i 
the lead-off k ositiorf. 


Williams Entertainment rocks the Super NES 
world one more time with the ultimate in 
16-bit tournament fighting power: 
Ultimate Mortal Kombat 31 

Ul \im m IComba r begins! 

S, Following in the bloodied footsteps of Mortal Kombat 3, Ultimate 
j Mortal Kombat 3 is being readied for release this fall, much to the joy 
of fighting fans everywhere. UMK 3 parallels MK 3's plot, but most 
m i every, other feature in the game has been expanded. The one-player 
* •uioamcnt now includes four Kombat classes: Novice, Warrior and two 
••*’er classes, the latter of which has two endurance rounds. Even a room- . 
jl •' kombatants can get in on the action with a new four-player, two- 

os€ roaK~DE Sfj*fl Ls?, on-two challenge and an eight-player, no-holds- 
r ~ ''barred tournament. Once the fighting is done, 

tournament victors get to "choose their des- ,V ( 
\ 1 tinies." By selecting one of the Kombat Pgt '* ^ 

«V t ‘ 2 jI Kode symbols, you'll be rewarded with HM 

^ r W t f J anything from a new chapter <n the MK ' ... - 

■'f 

, stunning I \ f 

display of | I * 

KOH H T I 
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Utomat: Mortal Komt it’ 
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Williams has also expanded the roster of selectable 
j fighters from 15 to a whopping 24 characters, 
including the new and classic versions of Sub-Zero, 
the dark and deadly Nopb Saibot, formidable new¬ 
comers Ermac and Rain, and the ever popular human version of 
Smoke. We expect that many of the fighters' special moves will 
remain the same, making it easy for long-time fans to jump right 
into the carnage! _ 


With so many more 
kombatants to choose 
from, this newest MK 
should make for some 
very interesting 


Now you see him, now you Je—oh! There 
ha is! Ermac s explosive tele; rt inch is 
just enc of his deadly tricks. 


attack foal y w. Then 
morel, him then met 


RAIN 

REPTILE 

STRYKER 


NEW 


Kombat Chart 

Do you need a scorecard to 
tell you who's who? Here's a 
list of all the selectable UMK 3 
fighters and the games they've 
appeared in previously. 


IAX 

NIGHT WOLF 
JADE 
NOOB 
SONYA 


Brutal! 


MK,MKII,3 

MK,MK3~ 

MKII 


KANO 


Of course, no MK game 
would be complete without 
wM a full range of Fatalities, 
Babalrties and any-other-ali- 
ties that the programmers can 
cram into it, and UMK 3 doesn't dis¬ 
appoint In fact, there's a new catego¬ 
ry of finishing move taking a bow in 
•his Pak: the Brutality! The Brutalizing 
player unleashes a flurry ' punches 

until hi, ;r m . 

, n* i^j explodes in a spectacu- 
cvkaX. way! W-'H 

update you on this and 
oth'V fcatuffs m "MK 1 
in a future issue! 


MILEENA 
SMOKE 
SUB-ZERO 
SUB-ZERO 
KUNC LAO 


SEKTOR 

KITANA 

ERMAC 


SCORPION 

CYRAX 

KABAL 

SINDEL 




MK3 

MK,MKII,3 

MK,MKII,3 
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Later this fall, a cartoon classic 
will shine on the Super MS 
when Pinocchio takes 
center staye in his 
very own game. 

this time, players W \| 
get to help the - 
wooden puppet become ■ 

I ^ 

a real boy! 


Disney's film Pinocchio has long 
been a family favorite, and now a gener¬ 
ation of gamers will get to experience this classic 
in a whole new way* With Pinocchio's near cine¬ 
ma-quality graphics and terrifically fun, yet sim¬ 
ple, game play, younger wouid-be puppet masters 
will become instant fans of this fine and timeless 
fable Folks who have already fallen in love with 
the film will be pleased to know that many of 
L the cartoon's other characters, including 
m Honest John the fox, Geppetto, and Jimmy 
W Cricket, all make special guest appearances 
in the game. 


© 1995 Tho Walt Disney Company. 







PINOCCHIO 


Pinocchio for the Super NES closely follows the movie story line about a 
puppet who hopes to someday become a real boy The story unfolds in ten 
separate levels, and each chapter of the tale has its own distinct look and 
style of play As players progress through Pinocchio, they'll need to master 
a different set of moves for each stage of the game. For example, in one stage 
they'll need to mimic the dance steps of some nimble man- 
onettes, while in another, they'll have to grab tuna tails 
\ to avoid winding up as a whale's lunchl 


As the game begins, players will have to help 
Pinocchio get to school by picking a path 
across the streets and rooftops of a tiny town in 
Italy Unfortunately B 

Gideon the cat and Hi 

Honest John have §r CJlvi 
devious diversions , I 


Thinking that he's found 
a boys' paradise on the shores of 
Pleasure Island, Pinocchio will take a 
trip on a big, bright balloon 
and go for a wild ride on an 
» old, rickety roller coaster 


In order to escape the life of a mule 
in Pleasure Island's salt mines, 

Pinocchio must 

a carefully climb the 

island's rocky 
cliffs, where he'll 
fight the evil 
Coachman and his 
creepy cohorts 


The last few levels lead Pinocchio 
through a watery world where all the 
creatures of the sea seem to have a 
grudge against him If you've ever want¬ 
ed to see the inside of a whale, get ready 
for a grand tour! 
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Williams is pounding 
the boards and 

- w jA- . r — 

shooting from down 
town to bring you 
the Super IMES ver¬ 
sion of their latest 

• * 

arcade sensation, 
IMBA Hangtime! 


NBA HANGTIME 
SCORES BIG TIME! 


If you spend any time in arcades at all, you can't have missed the long lines and 
anxious stares of people waiting to play NBA Hangtime Now Williams is bring¬ 
ing one of the biggest quarter-munchers in history to the Super NES, and if the 
early prototype we sampled is any indication, NBA Hangtime will be poised to 
change the face of platform basketball games All of the features that have made 
NBAHT an arcade phenomenon are already evident in the home prototype, 
including the beefed-up Al, the realistic speed and movement of the players 
across the court and their true-to-stat performance The Super NES version 

will also retain the "Create 
a Player" option, complete 
with cash card*style "PIN" 

ID numbers that allow you 
sole access to your player! 


You'll have a humongous roster at 
your beck and call 29 pro teams, 145 
real NBA players and a choice of 20 
squad combinations per teaml 


The computer-controlled 
partners and opponents in 
NBA Hangtime are much 
more creative and unpre¬ 
dictable than those in any 
previous basketball game 


Call your personal player off the bench by inputting 
your name and entenrrj your secret PIN number You 
can pump up your dunking ability, 3-pomt percentage 
axi other stats by winning games 
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NBA HANGTIME 


WOULD YOU LIKE 
TO SWAP HEADS? 


How would you like to play pro basketball with green skin and a lizard's 
head? Or be seven feet tail but only 


easly 200 pounds? You can be all 
W that and more with the innovative and uproariously funny Create a Player 
option Serious or silly, you can set every one of your player's attributes, even 
down to the uniform color, nickname and special cheat options 1 For every game 
you win, you'll receive two points to add to your skill ratings. 


Remember that your looks are only 
skin deep* Even it you choose the old 
manS head, your abilities won't be 
affected. Its what's on your stat 
sheet that really counts! 


You can show your 
true colors to the 
world Choose 
from 29 pro uni¬ 
forms, 10 custom 
designs and a sin¬ 
gle default outfit 


To keep players from becoming too powerful and unbalanc 
inn the play, the game limits the number of points you can 
earn and the number of skills you can max out 


FT/ilGf SEIECT HEAD 
aJtlOrtS: SAVE A EXIT 


L. / DVH MOVE 
LFT/1MQT- TOGGLE CttcCK 

jmiy tunoci TO EJT 


hiyors can tisvi up to two ch ut* 
activated at one time. The Super 
Rebeund and Smarter Drone option* 
can really give you an )dge in play: 


HANGIN‘ WITH 
MIKE RUB I NELLI 


Any video basketball fan would lifcgiy point to NBA 
Hangtime's incredible Al as its key feature. lire computer¬ 
ized players are much more creative than what wo ve seen 

in past basketball games, but they also don't perform super- ’- 

human feats constantly, We spoke with Mike RubiffcHr, William's 
Vice President in charge of Third Party Development, about the 
philosophy behind the design, "We wanted to make Hangtime 
more true-to-life, but also ftjn to play," he said. "The player* in 
Hangtime are truer to their ratings. Maybe there's been too much 
sports fantasy before this, but Maitgtime wiH make people look 
more closely at personnel decisions/' Mike cited passing as, 
one area hi which past games have been fairly forgiving. 

He assures us that in NiMilfL you'll have to work for 
your money. "The ramping is subtle eoquglt to allow 
you a certain amount of success, but against better or 
more creative players, you're, going to get picked off. 

Thatt. the challenge. That's the fun!" ^ 
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■Jin Titus’s new Super NFS offering, you*H 
have just 73 minutes a$ the game clock ticks 
down to help a dethroned prince recapture 
bis crown* Hot-foot it through scorching 
sands and booby-trapped temples—15 levels 

[ / . w B| 'I % §5^^ f — 4 Ik 4 r 

m all*—to find and confront the nefarious 

Jaffar, who stands between the 

Prince and his thrown. 


1 nseated by a sinister impostor, the young 
Prince is forced to dee the palace while 
guards follow in dose pursuit, the fighting 
* ill be fast and furious, so while the Prince is 


racing across the rooftops, he sh ’>*'wt, his 
scimitar drawn to deal ' h any vudcW, and 
deadly, surpri- 


To avoid heing driven 
off tftB precarious edge 
of the palace, the 
Prince must eaticipete 
the sword-wielding 
guard sneaking up from 
the right side of the 


After crash* j r > >»gh-< 
high palece wind . avoid 
being skewared by an ! -1 
oncoming sentry fay quickly 
spuming to the left end 
drawing your sc 4 ** Mr 


This long leap is "sure ta raavi 
the Prince dingling from his 
fingertips, but make-sure he 
docsn't-fet go er he'll find him 
self: ick at UuLbepimim 4 
tha gama 


Without Jilly allying or slow 
ing.iiwn fer swordplay, dast 

J etoss th dock an; make a 
isfthinute let for the stem 
Of a Magoino ship 
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tfro fylAjkVn ? 
towflthat'' lockei bifi. boat# % 
secret to stepprng on the »Mines * tr^ 
or* with 1b«symbol, jff ft 1 


yM*ra&t« .*4 on thorn, ami if you 
low* the on* with the sy >»hol tor Kii 
H wH sired* riak by * sail. 


There's a beating potion lud- 
xtg up ben, but you may tic 
yourself more damage trying 
t« Habit than the paltry eqo> 
coction canactually repair 


In thi> long labyrinth, the Prince tan choose 
between paths to two separate exits 
Wading to the same starting point in the nr ’ 
Wvel. To- the left lies the shorter path, which 
UM Vbi Imr utj. urfcft Jbrn t/uhiAlri 
H rOyite to fh • ri^frt pr» vent p* aiw 

fcir ihu* Jjfixtforn iip^wMr^bv-^'falp, I'-rtf 


To syMnitw gat*. Sitptv th* 
right smW •! tire k a e mi 
tar* boefc to the toft TIm 
I totrwtt toll out. too Im 
vriU if**, wrt ywi‘K hang 


Go upottiu ttw ptuttnmuja th» taft mttweik 
*vwy pieces of itaw s* Aet thoy (awl oir the 


REVERSES 

CONTROLS 


CREi 

ASE 


OECREASE 


E 



0 LIFE 


































ft 3 «ruder* 1 da mjt,f«*» can r npiv drink k.and 

rourtd^w. ycucanm.fcekto tk ,-4idedov« xit clot :i 

r # *««&*£ 9 *U» Ifwjjpht ****- < 9 **#**, bo* fdtf 

If yoncadr'tecaft 1 ; Sbc think '<# # *iw1{ t* 'tuning 

»*»>« d^»|fowy,q<» W y6 ^fe , feff ^ ^ ^ ^ jp 


’’a Ue<||i <kt a»», 
r ofM %• ««* 

;i way,'* f ' 4 e!i it chi# 
‘ ahin'YtSfiinti 
Jwmhtwrwth'- 
next pemm ptcft 
tb*a p/mp v0 ft«n 


liy t*» iMltfw iraaai 
A* c*wu *t aR carts* 
SI |<ti 1 -*f ywr i rij» on 
IS* xpfSrWi*, ftt'H 


fry 4 you StJuamW too many of fa on* rtkifpt, Vfarfae If 
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new the 


To open the gets that lends to an impor 
Mitt potion, stop onto the right side of 
this crumbling (edge, therurmnediatftty 
turn beck to the left 


i My inf Wr* isfc^etf the! pi 

m m? Wit 'W* :■# { j 

u»&ic «*«pe* nrt^rlncr >'<m f 
»J*w* pets#** earn* I ^ 

t - an fftfcsyftrtj cw% I 

Wh* ofew^inlv^ & t 
the nt»n defers in* ptttotfcs ” 
tfc t-tic ehe «f |W$ecUiy since he 
lost his prteiou* scimil rf'V^K. jlsn 
knowin ^er l^«s 
mhSfOn, •$« iNME* fWKXg&-<k the 
perilous path. 


■fhtfMlIiwri ikn within the 


(lief fine* in H'pfeMl Hyu 

.see titan jW opening, rtre 
hilly crawTjiwtK on yqw 
hands tad knees 


fTABT 


IlfOUMnSmMk 

ptsi tins snake, 
youwiil fitiil only 


this ROM 


Ow Old Stnmtof that Has •» the 
floor ot this toonr hat ite Knltety 
.en hotter dors Loektfy for you, 
it's still sharp enough to do a 


gcetfdtMU 
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lif 'Vyjt of : if,i jtvik *. *rying to> then# 7 * 

deciyjng ^Ve^lhv %a«« \.Hw 'm&tt irtife «e «w 1Jh>tttoSgimr 
to havr some dose encounter? of the out tome ctever strategics: for avoid- 

slithery kind! Its very important to ing their deadly fangs, 
keep in mind that these sinister - _ 

snakes can finish you off with a *m- j| Jaj |g-lt Wr - 

When you reach the exit door. l" uS* j, XI jj • &?'/ 

run to the right and climb up on { ( ^' 

the ledge. Now dash across it, ,V» !■!« 

drop down on the pressure plate. I vffl.’l<1 v 

and crawl bach under the blade! *^kV(aA%(^SiUJk L*i_. 


EXIT 


Whits you can find sunidi 
beneficial health notions 
along this hallway, this 
last bottle holds only a 
mouthful of Utter person. 


Wui have two choices as you 
head down the halt «m can - 
either fight every fiery fiend that 
you encounter, or you »n ran by 

them all and sneak out the exit 
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This final run 
through the ruins will lead the 
Prince down a path to exotic 
locales, surreal surroundings, and 


a final fight with jaffar! If you can 
get the Prince past the flaming 
ghouls and uncover the secret of 
the statue at the end of this diffi¬ 


cult stage, you may actually be 
cunning enough to complete the 
six levels that are still to come! 


Try to time your I- II | 

loop so that you ■< p=r< v I ' 

don't end up on J| [ 6*-A 

the lower ledge. < j L pf 

Ifyouhaveto ■ 

climb ap you 1 II Ife 'jfi, > » 

be iniered whee Be' - " j I 

the ledge above W. . ' •**•. 1J ; A 

yoe comes „ " 

crashing down. Wen ¥° u •*«* the ataga, • large, 

lower arse wHI opae up as you 
walk to the left Unfortunately, 
exploring this lowar level will 
revtol little of value. 


leaping dong these crumbling 
columns will reqaire lots of prac 
tice end plenty of patience, but 
you'll be well-rewarded for pick¬ 
ing thia tough apper path. 


If you find thie blade trap in the 
lower pasaaga, you'll want to 
jump aa close to the trap ae 
possible to avoid the viper that 
will soon appear oa the screen. 


If yoe want to fight this ghoul on 
solid ground, just draw your ■' 
weapon, take a faw slow steps 
backwards, end wait for it to fly 
down to fight you face-to-facef • 


Voa may thmb this tunnel ts 
trouble when you spot the 
sarpaitt and the Made trap 
on the other side, but it’s 
actually e sneaky way to 
theendoltheetoge! 


TTART 
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Chip Enhsncer 

In Mega Man X3, the Blue Bomber's special abilities can be 
supercharged with special Enhancement Chips from Dr. 
light. Normally, you can carry and use only one chip at a 
time, but there's a special Chip Enhancer that will let you use 
all four at once. To find ft you must have all eight Heart 
Tanks, all four Sub Tanks, the four Robot Suits and the Dash 
Boots, Mega Buster, Armor and Sensor/Holmet Upgrades. 
Now make your way through the first stage of Dr. Doppler's 
Lab until you reach an area where spiked metal balls are 
raining down. Jump into the pit and slide down the left side 
of the shaft until you come to a secret tunnel. Go left to meet 
up with Dr. Light. He'll give you the Chip Enhancer and all 
four Enhancement Chips! You can't use Zero to get to the 
room, and all your tanks must be full for Dr. Light to appear. 



Make sure ell yoer Heart 
Tanks end Seb Tasks ere fulL 



sfc 1 • e-rs 


Slide down the pit end prose 
Lett to find the secret tunnel. 


Stags Passwords 

It's nearly Halloween, and the Jack Bros, are ready for some 
bewitching adventure on the Virtual Boy. We have no tricks 
for this game, but here are a few sweet treats for you puz¬ 
zle/adventure fans. 


Jack Frost 

Grim Reaper’s Cavern 
Temple of Nightmare 
Dragon’s Belly 
Mecha Fortress 

Jack O’Lantern 
Grim Reaper’s Cavern 
Temple of Nightmare 
Dragon’s Belly 
Mecha Fortress 
Crystal Palace 

Jack Skelton 
Grim Reaper’s Cavern 
Temple of Nightmare 
Dragon’s Belly 
Mecha Fortress 
Crystal Palace 


3267 

8453 

1309 

7285 


4965 

5923 

0919 

2827 

6313 


0248 

2745 

9537 

3598 

0531 







The doctor will upgrade yoa 
witk tke latest tech. 
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Yosr robot body will gleem 
with newfosad powerl 
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Which Jock will you ckoose 
for yoar adventure? 
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Being a ‘Jack ot ell trades" 
may aot he e bad thing! 
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Extra Landforma and Clear Data 

To mark the rerelease of this Super NES classic, we printed a 
detailed review of Sim City last issue, including the millionaire 
code. This month, we'll tell you how to clear data from your 
game and access hidden land forms. To clear all saved cities 
and reset the scenarios, press L, R, Select, Start and B simulta¬ 
neously on the title screen. If the 1,000 standard landforms 
aren't quite what you're looking for in a city site, there are 
1,000 extra landforms hidden in the game. To access one of the 
hidden landforms, start a new city but don't build anything. 
Wait for at least 15 seconds, then go to the Load/Save screen 
and select the Go To Menu option. Don't save your game. Now 
start another city. When the Map Select screen appears, the 
map number displayed will be the same as the one you chose 
previously, but the landform itself will be different. 



Follow the instructions given ...into this one. All of the extra 
to ten this landform.. landforms ere uniqaa. 



Chapter Passwords 

These passwords will help you guide The Ghost Who Walks 
through the dangers of the urban jungle. There are several 
major paths through the game, and the endings you see will 
differ according to your actions. 


Chapter 2 
JVH9TWGZTLDG 
GGB8LNOCG ?FW 
KBGDY79KHYQQ 
5NCZ72B9FDD4 


Chapter 3 

DVH1Y1G97LDF 

8JBXQ6CHH2FW 

KBGDY79QJYS8 

5N1Z411P-7Y? 


Chapter 4 
BBJM51PB3KXF 
8J8DJ71HN3YW 
KBQDY917JYS8 
5M1746FV23QT 


Chapter 5 
JGBH33PH8LXF 
8X8DJ711J6DW 
KCGDY1W3JYS7 
5M276VC7K54S 



Chapter 6 
JBBH33PNHSWF 
8X7DJ71JB2JT 
YCQDY1X3JYS7 
5M29ZD2-RNW6 


Chapter 7 
JDB195PS6SYF 
8X9WJ71HH9JQ 
2CQDYHT4GZS7 
5C29VJMRHWJK 





These passwords may take 
you to parts of the game 
you've never seen hefore 


Will you eolve the riddle of the 
Ghost Juagle, or will the 
forces of evil triumph? 


r, * 



Stage Paaaworda 

In Volume 85, we gave you a special password for a "bosses 
only" game. Now we have passwords to the regular stages. 
Bombs away! 



Sinister Forest 2695 

Desert of Desolation 1038 

Doom Castle 6934 



Enter these passwords n9 
normal. 


And whatever yoa do, don't 
panicl 
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jpree Soldiers 

This trick allows you to create as many extra soldiers as 
you'd like for free, without drafting! Choose the Wor com¬ 
mand and select one general to go to bottle. Assign the max¬ 
imum number of soldiers possible to his unit (up to 300, if 
you have thet many men), but say "No" when the computer 
asks for final confirmation to go to war. Toke the general off 
the list of commanders then reassign him to it. When you 
return to the soldier assignment screen, the total number of 
men ovoilable will hove increased by the number assigned 
earlier. Repeat this process until you have the number of 
men you want. Now you may select as mony generals os you 
wont to go to war ond give them up to 300 soldiers each. If 
you are victorious in battle, the soldier "clones" will remain 
in your service. If you retreat or are defeated, they will dis¬ 
appear. Do not return to the moin menu at any time during 
the cloning process or the extra men will vanish. If the num¬ 
ber of men you toke to wor exceeds the number of men you 
originally hod in the province, the attacking province will 
have no soldiers once the battle Is over, regardless of the 
number of clones left behind. 


ITIok Liuee end Best Co-Pilot 

We printed special passwords for Campaigns One through 
Six back in Volume 80; these passwords will take you 
through to the final mission. They'll give you the maximum 
number of lives allowed (255) and the option to use Wild 
Bill, the best co-pilot in the game. 


Campaign 7: 8B45MP8YNMPT 
Campaign 8: 8B45YP89NMPT 
Campaign 9: 8B45FP8VNMPT 


CAMPAIGN MENU 


UU 45 MPU YNMPT 


ENTEIt PASSWORD 


Enter those pooawordo oa 
usoal. 


Now yoo're molly loaded for 
baar. Loch and loadl 


fi doui Perspective 

To get a new perspective on your racing, press Select and 
the L end R Buttons simultaneously at any time during a 
race. The game "camera" will float at a distance, showing 
your vehicle from different angles. 


You can cmete ee mony sol¬ 
diers as you like 


Yoa must win ttra bottla for all 
of the changes to take effact. 




Clones will have tlta same 
skill levels as the originals 


Use clones to bolster yoar 
defenses in other provinces 


Navigating will get a bit dicey, 
especially in tha tarns! 


Press Salect again to mtam to 
the ragulor gama viowa. 
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Legends, Rookies and more 

Rll Passwords 


Here are the last of the hidden players we know of for NBA 

Awright, lisscn up, dog faces! Since you're having sooo much 

Live '96, including NBA legends, promising rookies and play¬ 

trouble breaking through enemy lines, we have all of the 

ers created by the game's programmers. To add a player to 

passwords for War 2410. Now get out there and get the job 

any roster, select the Edit Mayers option from the Roster 

done. Marine! Hoo*rah! 


Setup menu. Highlight a player and enter any of the names 



below. The player's 

stats will change to match those of the 

Mission 2: 

KMDNNMLVY 

person you've named. If a name includes a first initial, leave 

Mission 3: 

CRTNYLGH 

a space between the period and the last name. 

Mission 4: 

SHLYMR 



Mission 5: 

DBRNNMRNL 

Archibald 

Ostertag 

Mission 6: 

SLVTRMRNL 

R. Barry 

Parks 

Mission 7: 

NDRNNMRCL 

Laimbeer 

Popa 

Mission 8: 

HRVMRCL 

Russell 

Ratliff 

Mission 9: 

DNCMSTR 

1. Thomas 

Reeves 

Mission 10 

CLLNSMN 

Thompson 

Respert 

Mission 11 

STVNSMN 

Thurmond 

Snow 

Mission 12 

DNJRCMSTR 

Bennett 

Sura 

Mission 13 

NTHNVRDCC 

Bodlroga 

Wallace 

Mission 14 

JNNMRPH 

T. Brown 

Whitfield 

Mission 15 

TMMLVY 

Burrough 

Nelson 

Mission 16 

JSPHMRNLL 

Caffey 

Andy R. 

Mission 17 

JNNYSMN 

Garnett 

Ranata 

Mission 18 

SURSMN 

D. Marshall 

Reddekopp 

Mission 19 

PTMMRGN 

Meek 

Willard 

Mission 20 

SLVTRSMN 


€C/T~PisAY£& 


ts 


PDSITIQK ClHlEt 
CUIfllC NOME BANE 


a 


You can changa one player or 
an entire team. 


Wa 


I15K t’ASRSWC 


^jL5 




SI 


Would tha rookies stand a 
chance against tha legends? 


Usa these passwords to try 
any scenario in tha game. 



We to got your battlafiald 
advantage right here! 


Experts, shmexperts! If you've got an awesome tip or a killer code, send It in! 
We'll print your stuff alongside the pros' codes. So what are you waiting for? 
Warm up your brain pans, crack your knuckles and press those buttons! 


flintsndo Power 
Classified Information 
P.O. Boh 97033 
Redmond. UIR 
98073-9733 
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Flayer's Choice Spotlight 

Two more blasts from the pest ere joining the exalted ranks 
of the Players' Choice series: Mega Man: Dr. Wily's Revenge 
for the Come Boy end Super Star Wars for the Super NES! In 
honor of their rercleasc this fall, we've put together a slew 
of passwords and codes for these classic Peks. If you weren't 
lucky enough to get your mitts on these puppies the first 
time around, here's your chance! 


With this password, Fire Man 
will ba history, and Cut Maa 
will be looming large! 


Watch out for the fnvincible 
Cut Blades and Shielded 
Soldiers. 


Passwords Galore 

The first four stages of the game can be completed in any 
order, but we recommend defeating Fire Man first, then Cut 
Man, Elec Man and Ice Man. The passwords for that 
sequence are given in the column fo the right. If you prefer 
a different route, you can use any of the passwords below to 
get a one-stage jump on your robotic competition. 


Use this password to pimp to 
Elec Monk stage Don't teke 
any static from himl 


This stage is mainly vertical. 
Be careful of the fans pleated 
along the shafts. 


MM- DWR was the first Mage 
Mea title for the Gama Boy, 
end it's still one of the bestl 


Tehe the cruel Cut Meadow# 
a aotch or two with this pass¬ 
word 


It’s time for Ice Mea to have a 
meltdow*. so punch hi this 
password? 


Mety of the blocks ere rigged 
to melt out from uader your 
feet, so keep moving. 


Elec Man will be history right 
from the start if you plug in 
this password. 


When you eater this pass¬ 
word, Ice Man woa't have e 
cheace against Mega Man. 


This password will eventually 
take you to a showdown with 
the dastardly Dr. Wily... 


~but you'll have to plow 
through e few more menacing 
mechaaoids first! 
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The Farce Uiill Be With Vau...Rliueue! 

With Shadows of the Empire for the N64 right around the 
comer, the re-mastered Star Wars: Hie Special Edition slated 
for release next year, and the new "prequel" films to come 
after that. Star Wars mania is once again at a fever pitch! 
Super Star Wars became an instant hit when it first hit stores 
in 1992, and we fully expect history to repeat itself this fall. 

Debug menu end Invincibility 

This two-part code gives you access to a debug menu and 
gives you invulnerability in side-scrolling stages. First, turn 
your Super NES off then on. When the "Start Game" box 
appears, quickly press A, A, A, A, X, B, B, B, B, Y, X, X, X, X, 
A, Y, Y, Y, Y and B. Once the game starts, you can clear any 
stage by pressing Start on Controller II. To access the debug 
menu, press L and R simultaneously on Controller II. To 
become invincible in side-scrolling stages, press and hold 
Select, A, B, X and Y in that order on Controller II, then 
release all the buttons simultaneously. 


w. 
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The coda must he entarad 
quickly. It you do it correctly 
you'll hear a Jawa scream. 


IftItrn , i tuME 
MtnPnH i 


Uaa Controller I to chaaga any 
of the options oa the dabug 
mana 


Extra Continues end Lightsaber 

ff you want some help battling the Empire but still want to pre¬ 
serve most of the challenge, then use one or the other of these 
two codes. These codes can only be used alone and will not 
work if any other code has been entered. Be sure to turn your 
Super NES off then on before you enter them. 


• O^IOI I 
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(SfA 

(SHY 
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wren 
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i 
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tiNiTiauc c 

•om oven 


Whaa tha "Start Gama" box 
appears, quickly press X, B, B, 
Amid Y. 


You’ll start oft tha game with 
tiva continues instead of the 
uaualthree. 








t#iwrri 



Whea tha “Start Gama" box 
appears, quickly pmsa Y. Y, X, 
X. A. B. X and A 


You'll start your adventure 
with your lightsahar already 
in baiidl 


Sound Teat 

Last, but not least, is the Sound Test code. Anytime during 
the game, press and hold A, B, X and Y, and then press Start 
to make the Sound Test screen appear. Use the Control Pad 
to select different music themes or sound effects and press A, 
B, X or Y to play them. 



•van mafia 


GAME MOV* Man 



totaiDE 


BEPilff 32 




music error t uu ■nacsi 
•ovirtj ««ffi ucroua 


HAV Tltr FORCE BE HUB TOO. 
- » UlUINt SHMO - 



You can salact any stage or 
character and tacrease your 
haalth or number of lives. 


Invincibility lasts until the aad 
at tha stage. You caa still fall 
toanuntimalydamisal 


Usa Controller I to play your 
selections. John Williams's 
music sounds tarriftd 


Press Start to get beck into 
tha action. Tha Death Star 
awaitsl 
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Tetris Attack licensed to Nintendo by The Tetris Company 


Now you can take your puzzle fun 
with you 1 Tetris Attack for Came Boy 
features seven different modes of play 
and a ton of customization options 


the Game Boy version is the teaching 
tutorial, a feature few players use after 
they learn the game's basic strategies 


from its Super 
NES counterpart. Since you're playing 
on a smaller screen, you won't be 
able to see your rival's stack of blocks, 
but you can follow your opponent's 
progress with two status gauges beside 

gr rir T .irn ^ our stac ^ The 


version 


K*no 
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P.ur.n 
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rrm !■ the name of your game i^valjiety and high feplay value, 

Mftj Tetris Attack fills the bill, Choose one of steVen different v*. 

ways to play One-player mode has five different games, ■ 

^ and two-player mode has both Vs and Time Tri^^ame*w If you're look- 
<Sy * r £ ing for a tough challenge, you can alter the options in many modes. 

^ ij Make it hard on yourself and crank up the game speed or bounce 

between one of the three difficulty levels 


ONE-PLAYER 


TWO-PLAYER 



EMBLE 




ow long can you last against an eternity of towering 
lies? Endless mode is a grueling endurance test When 
the tiles stack up and the game ends, a Result Screen will 
tally the number of combos you scored 


Link up and attack a friend 1 To play two- 
player Tetris Attack, youTI need a second 
Game Boy and another game pak. Two-play¬ 
er modes include a handicapping option. 

TIME TRIAL 




How many tile chains and combos can you create and 
dear in two minutes? Time Trial mode is a timed stage 
with three difficulty levels If you want to score big, shoot 
for large combos and chain reactions. 


TA(5E (©LEAR 


It's a race to clear as many tiles as possible 
in two minutes When the last chain is 
dropped, the player with the highest score 
wins Remember 
that you can earn 
points by just rais¬ 
ing your stack of 
tiles 


The tiles quickly pile up, and you need to knock them 
down below the blinking stage clear line Use a big com¬ 
bination or chain reaction to temporarily stop the stack so 
you can plan your next move 


PUZZLE 


Unlike the other Tetris Attack 
games in which you race to 
flip tiles, Puzzle mode lets you 
pause and think about your moves 
The tough part is clearing the stage with the 
limited number of flips allowed 


VS. PLAYER 1 

■ ■■■•■■■■■■a.■•■■■ ■■ ■■■■■■■■■■■■■■■■■■ 

Drop blocks on your opponent by linking 
chains and combinations of four or more 
tiles A hit point gauge on the light side of 
the screen tells you 
how well your 
opponent is faring 
against your attack. 


VS. €@M 


This mode is much like the two-player Vs 
mode game, except that this time, you play 
against the computer Ihe Hit 
Point gauge on the right side of the 
screen shows your computer oppo¬ 
nent's condition. 
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Endless mode is ideal for 
working on your scoring 
technique or going for 
an all-time high score The 
scrolling stack gradually speeds up 
as you eliminate tiles, but you can 
get a running start by adjusting the 
Speed Level gauge from 1 to 100 
before you begin the game 


Jf you're going to match the game's high score in under two 
minutes, you need to clear more than five tiles at a time and 
set off long series of chain reactions. As the tiles fall, line up 
matching blocks beneath them to create more chains. Tap 
the B Button to raise your stack near the top of the 
screen The more panels you have on the screen, the 
more options you'll have available to make high 
scoring chains and combinations 


the rising stack of tiles is barely moving 
you start Stage Clear, you’ll soon be 
scrambling to keep up Whenever you clear a 

four-tile com¬ 
bination or set 
off a chain 
reaction, the 


ascending stack will stall for a few seconds 
Many experienced players wait until the tiles 
start hopping along the top of the screen, then 
execute a combination or chain to stop the 
stack for an extended peri¬ 
od of time Rearrange your 
tiles during the stall time to 

create the next 
big chain or 
combination. 


Fevv puzzle g 4 fhes offer mdre playing variety than Tetris AttacC but with all those 
options some gamers don't know where to begin Listed below are some basic 
strategies for racking up a stack of Tetris Attack scores If you're looking for addi¬ 
tional tile tips and hints, make sure you check out the Super NES Tetris Attack 
strategies on page 10 in Volume 87 of Power 
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PUTTIE MODE 


Puzzle mode doesn't require fast flipping, but 
k floes require plenty of thought This mode 
has sixty levels, and you can record your 
progress by writing down the password given 
to you when you complete a stage A count 


rrtajer tefls you tb^ number of mo ves'youl can—= 
make to solve the puzzle. The most difficult 
puzzles a te not measured by how many 
blocks you have to clear, but how many 
moves you are allowed to make, - 
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Puzzle S-0 


Flip the lowest heart tile to the right 
one space, then slide the diamond tile 
above the heart tile one space to the 
right. This sets off a chain reaction that 
removes all hearts and drops the 
remaining diamond tiles down into a 
horizonal row. 

.Puzzle4-011 

You can make only one move to set off a chain reaction and clear all nine¬ 
teen tiles in stage 4-5 Slide the lowest star block on the left side of the stack 

to the left and watch the panels fall down Most solutions for 
chain reaction puzzles are found near the bottom of a pile. 


MODE 


Bowser has cast a spell over the inhabitants of 
Yoshi's Island and it's up to Yoshi to save the 
day 1 As you complete the stages in One-Player 

Vs mode, more characters 


join Yoshi in his fight to save Yoshi's Island 
If you want to fight Bowser in the final 
round, you must complete all the stages on 
the Hard Game Level. 



Mit P@i;nts end Fewer Meter 1 

Whenever an opponent's Power gauge is full, a block will drop on your stack 
of tiles The Hit Point gauge indicates how well your opponent is doing in the 
game. Each time you clear a combination of tiles or set up a chain 
reaction, the Hit Point gauge will shrink When the HP gauge is empty, 
you've won the round 

Pie^ 0 Ghurueter 


After Yoshi frees his seven friends, you can 
select them and use them in the final 
rounds Move the Select cursor to the char¬ 
acter you want to use before you enter a 
new stage If you lose a match using any 
. character but Yoshi, you won't have that 
character when you continue the game. 














































































Batttezono 1981-1996 
Atari Corporation 


An Early Breakthrough 
3-D Battling 


Although a bit primitive by today's standards, BatHezone was a real breakthrough in 
3-D gaming when It first debuted. While its wire-framed tanks and scenery may seem 
simple, no game of its time even approached its sense of real space, something that 
game companies have been striving to perfect ever sincel 


The game's futuristic battle* 
field is full of objects that 
can be used for offensive 
and defensive advantage. 
Hide safely behind squares, 
rectangles, and pyramids 
while you watch the enemy, 
then sneak out and fire a 
few rounds of ammo at your 
foe. 


Your enemy has four types of fighting machines, some 
definitely deadlier than oth- ^ 

ers. While the stationary ships >£- JSE* 

and slow-moving tanks are 
easy targets, the kamikaze 7 

crafts and streamlined assault ^-S\ 

tanks are real trouble. 


RIB 

MW 


The Best Way 
to Battle 


Understanding your opponent's 
strengths and weaknesses is the best 
way to develop a strong offensive 
strategy. Your best defense is to keep 
your distance from your foes. 


The slow tenk* would rather flee then fire, but 
you'll hove to do some quick dodging end 
shooting to survive the faster tanks' rapid 
shelling. The kamikaze crafts ere the toughest 
to defeet, but juet beck up end blast 'em when 
they turn towards your tenk. 


















Super Breakout © 1978-1996 
Atari Corporation 


l ns node is the classic version of 1 

Breakout The objective is to keep 

bouncing the ball off the different colored tiles until the entire 
screen is cleared Like most of the other variations, the ball speeds 
up and your paddle shrinks as the game progresses. 


Not only is Super 
Breakout an arcade classic, but it's also an important 
bridge between video gaming's humble beginnings and 
many of the popular games of the present With its 
bouncing ball and simple paddle, Super Breakout has 
more than a passing similarity to the old game of Pong, 
but its theme, the elimination of stacked tiles, is similar 
to Tetris, a modern gaming masterpiece 1 


Double is like Breakout but trickier 
because there are two balls and two 
paddles in play 1 Thankfully, the pad¬ 
dles move together so that you don't 
have to control them separately. You 
can use either paddle to bounce balls, 
but if you miss a ball, you won't get 
the second one back until after you've 
lost them both 


Block Breaking 
Basics t-J 

It's fine to focus on just keeping the ball in 
play, but you can also aim the ball by bounc* 
mg it off the sides of your paddle. To pick up 
the big points, aim the ball so that it bashes a 
path at the edge of the blocks and ricochets 
around the very top row. v- 


_| Bocncing the bells 

towards the comers 
ot the blocks will evemoelty reap you big 
rewards, but unfortunatuly, yotr peddle shrinks 
in size, so you pay the price for ell those added 


BLASTS OF THE PAST 

With nearly 20 years under their belts, B. • ttlezorf 
and Super Breakout are still as coot 1 

when they wer6 mainstays in every Ip # 
country. Nbw Game Boy players can Pt fife to both 
these classics in a single pak! 8 “ 


PROGRESSIVE 

fn Progressive mode, there are three big 
rows of tiles to bash, the bottom row 
being worth the fewest number of 
points For a fun (and frustrating) twist, 
the tiles keep moving down and 
become less valuable as new rows start 
to drop from the top of the screen 


Cavity mode, in which three 
balls can be activated at 
once, requires fast reflexes 
and complete concentration. 

You begin with two paddles, 
one bouncing ball, and a big 
row of tiles with two more 
balls trapped inside Once 
they're freed, you'll have to work fast to keep all the 
balls bouncing. 
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KIRBY’S BLOCK BALL 


Kirby's Block Ball mania continues! This 
month we want your highest score for 
Stage 2. Cobble uf> as jti any tasty goodies 
as you can, then-take a. picture of your 
score right after you pound the obnoxious 
Octopus into sushi at the.end of the sec¬ 
ond level. And in case you're wondering, 
yes, you can use a-Super. Game Boy 
adapter. The top ten scores will win four 
Super Power Stamps good for money off 
lots of cool stuff In the Super Power 
Supplies Catalog. 


. YiniYii 


SUPER MARIO KART PILOTWINGS 64 


NAME THAT GAME! 


Greg Pituch, Israel Knight and Mike 
Vollmer are a few of the ultra-hot, pace¬ 
setters that have established themselves 
at the top of the Arena'.s-$uper Mario Kart 
road rally. When will you take the lead? 
Can you run with the best in North 
America? Slide or glide through the tor¬ 
turous turns of Donut Plains 2 and send 
in your best time. Choose either Grand 
Prix or Time Trial mode—we don't care 
how you get there as long as you finish 
at the top of the Battle Zone. The top 
twenty racers will drive away with four 
Super Power Stamps. 



Take part in the first Arena challenge for 
the Nintendo 64! HowfaSt can you bust 
up twenty floating balloons in Balloon 
Rush, the second P Class test in 
PilotWings 64? Capturing your flying feat 
on film can be a little tricky, and you 
might have to try a few times. You need 
to snap a picture at the exact moment 
the words "Landing Accomplished" 
appear. The words are only on the 
screen for about three seconds, so make 
sure you get it right the first time. The top 
25 times will fly off with four Super 
Power Stamps. 



It's the ultimate game fanatic quizl Take 
this quiz for fun and see how many 
games you can identify. Look for the 
answers in next month's issue 

1. It's the only sports game that features 
Mega Man. 

2. Bombard your opponent's fortification 
then scramble to rebuild your own 
castle walls in this one or two-player 
Super NES game. 

3. You have precious seconds to defuse 
the cortex bomb in your head as you 
wander the streets of Seattle in this 
futuristic game 

4. Palom and Porom are two powerful 
. twins in this epic adventure 

5. Kough up 15 Kremcoms so Klubba 
will let you kross his bridge and 
explore part of this game's Lost World. 

6. If you're a charming player, you might 
be able to steal the Blue Mail from the 
Mother Brain in this role-playing 
game 

7 Can Bolt Lightning strike out Frank 
Liberty? Step up and take your best 
swing in this sports sequel. _, —- ■- 
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SUPER MARIO RPG 

Best Time on the MoJeville Mountain Mine 
Cart Ride 


Mike Brodie 

Kitchener, ON 

158:80 

Vincent Chan 

New York, ON 

159:75 

Trevor Ma 

Arcadia, CA 

159-70 

Pablo Reyes 

Davie, FL 

2.-03:13 

Austin Mohr 

Marion, IL 

2:03:38 

Dennis Peabody 

Bellevue, WA 

2:03:76 

Simon Kingsmuth 

Lincoln, NE 

2:03:76 

Jim Hendricks 

Mound, MN 

2:04:48 

Keith Chamberlain 

Phoenix, AZ 

2:06:71 

Matthew Dombush 

Waterford, Mt 

2:06:75 

Jeff Dcrrenberger 

Fishers, IN 

2:07:35 

Robert Walker 

Redlands, CA 

2.-07-.35 

Kevin Chamberlain 

Phoenix, AZ 

2:0753 

Derek Saclolo 

Palmdale, CA 

2:08:16 

Brian Cripps 

Tulsa, CA 

2:1056 

Ryan Tolley 

Rockville, MD 

2:11:65 

Stephen Murphy 

West Roxfuiry, MA 2:1158 

Israel Knight 

Dove Creek, CO 

2:13.00 

Dwayne Rogers 

Barstow, CA 

2:13:06 

Lee Phillips 

Kelhber, MN 

2:13:63 



213 5 


Canada rocks the Battle Zone this month, domi¬ 
nating the top times tor the MolevilleMountain 
Mine Cart Ride Mike Brodie and Vincent Chan, 
the dynamic duo from Ontario, smashed the two 
minute barrier. Trevor Ma's sizzling time of 159 78 
was enough to pull the West into second piece 
Check out the regional averages on the map 
above and the top twenty finishers on the left 





KIRBY’S BLOCK BALL 

Highest scores for Stage 1 (Volume 85) 


Peter Dyrud 
Kevin Charlton 
Zachary Miller 
A. Seaton-ElJiott 
Dennis Frohlich 


Brooklyn Park, MN 184,810 
High Ridge, MS 146,300 

Anchorage, AK 136,330 

Hightstown, NJ 132,800 

Devils Lake, ND 128,820 

SUPER MARIO KART 

Best Times on Choco Island 2 (Volume 83) 

J. Berzychowski Niagua on the Ulu^ON 1 ;1 B:36 


Geoff Tuttle 
Brian Perry 


Fountain Hills, AZ 
Folsom, CA 


Vinson Ridenour Bellflower, CA 
Chris Scott Hampstead, NC 


Mfctad Roafadi 
Andrew Everett 
Donald Homeff 
)arrett Wiley 
Brian Rice 
Jason Beshersc 
Arthur Subrin 
Alan Gosfin 


Santa Rosa, CA 
Hudson, OH 
Tuckertown, NJ 
Roland, AR 
Paintsville, ICY 
Kress, TX 
Palm Bay, FL 
Plano, TX 
Sheboygan, W1 


Andrew Beckett 
Justin Secgmiller Phoenix, AZ 
Jason Mundell Okotoks, AB 


1:18:40 
1:18-61 
1:18.-63 
1:18:63 
1:18:81 
1:18-89 
1:18:89 
1:18:93 
1:18:94 
1:19:04 
1:1939 
1:19:74 
1:19:79 
1:19:96 
120:75 


MEGA MAN X3 

Completed Rhino Stage first (Volume 84) 


Mortafa Alattar 
Matt Bane 
Drew Bannister 
Giovanni Batz 
Jose Beltran 
Lee Beilin 
Robert Bommarito 
Matt Branen 
Nick Canale 


Marietta, GA 
Wheeling, WV 
Clarkston, GA 
Los Angeles, CA 
Naples, FL 
Lexington, ICY 
Palm Springs, FL 
Palm Bay, FL 
Poughkeepsie, NY 


Bryan Costello 
Mike Crowe 
Michael Daley 
Adam Davis 
Chandler Downs 
Joseph Esposito 
Richard Evanochko 
David Ferrandino 
Garret Firl 
Matt Fontaine 
Michael Gee 
Nicholas Lee Gless 
Ben Green 
Norman Harris 
Travis Henry 
Brandon Hull 
Nassar Ismail 
William King 
Eli Kinney 
Eric Lavoie 
Andrew Lee 
Steven Lee 
Curtis Lindsey 
Matthew Mabalot 
Scott McHenry 
Eddie McTighe 
Rick Minter 
Matt Murdoch 
Chad O'Rourle 
Patrick Paglen 
Scott Parker 
Christopher Patton 
Beau Pearson 
Joey Perry 
Anthony Persaval 
Kenny Port 
Neale Reimers 


AJiquippa, PA 
Braintree, MA 
Yakima, WA 
Crestvicw, FL 
Avon, CT 
Staten Island, NY 
Surrey, BC 
New Britain, CT 
Rochester, MN 
Swansea, MA 
Oakland, CA 
Rootstown, OH 
Hebron, NH 
Edmonds, WA 
Gray, TN 

Oak Park Heights, MN 
New Bedford, MA 
Mililani, HI 
Eva, AL 
Nashua, NH 
Staten Island, NY 
Temple City, G\ 

Vidor, TX 
San Jose, CA 
Cincinnati, OH 
Gettysburg, PA 
Scaly, TX 
Glcnmoore, PA 
St Louis, MO 
Accord, NY 
AJtus, OK 
Olive Branch, MS 
San Francisco, CA 
Middletown, NY 
Rio Piedas, PR 
Raleigh, NC 
Baltimore, MD 


Jonnie Renstrom 
Jacob Riley 
Matt Kombolc 
Ian fc Brian Scanlan 
Daniel Seda 
George Siu 
Jason Skorski 
Dean Steward 
Eric Swartzwclder 
Jennifer Sweet 
Eric Thomsen 
Michael Truong 
Zach White 
Mike Willard 
Brian Witucki 
Daniel Yount 


Upland, CA 
Crestview, FL 
Horsham, PA 
Davie, FL 
Brentwood, NY 
Los Angeles, G\ 
Grand Rapids, Ml 
Atlanta, TX 
Newark, DE 
Rhinelander, Wl 
Post Falls, ID 
Los Angeles, CA 
Chattanooga, TN 
Middletown, MD 
Toledo, OH 
Hillsboro, OR 



THE LEGEIUO OF ZELOA- A LINK 
TO THE PAST 

Thirteen Hearts to Ganon (Volume 84) 


Richard Abel 

Peoria, IL 

Justin Ardini 

Needham, MA 

Chris Argento 

Bayonne, NJ 

Ben Baker 

Mt. Home, AR 

Patrick Biltgen 

Naperville, IL 

Jason Daniels 

Arlington, TX 

Enc Gervais 

Longueuil, PQ 

Brian Hennessy 

Clearwater, KS 

James Messina 

Mariboro, NJ 

Ben Miller 

Honor, Ml 

Kenny Newman 

Murrells Inlet, SC 

David Olaechea 

West New York, NJ 

John Pagac 

Kenosha, Wl 

James Ridcner 

Hillsdale, IN 

Garrett Rodrique 

La Canada, CA 

Patrick Simonies 

Fort Erie, ON 

Michad Terry 

South Gate, CA 

Chris Turner 

Russellville, AR 
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Wnte your name, address and Member Number on 
the back of your photo Challenges in this issue 
must be received no later than November 10,1996 
The top qualifiers receive Super Power Stamps. 



Include your Super NES in the photo of your high 
score. Dim the lights and then take a few photos 
wtthout a f lash, rf you’re taking a photo of a Game 
Boy, piece it on e flat surface. 


Address entries to: 

POWER PLAYERS’ARENA 
PO BOX 97033 
REDMOND. WA 98073-9733 
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Battlezone/Super Breakout 


I 

Company...Black Pearl 

Release Date..September 1996 

Memory Size .......2 Megabits 

Two classic arcade games come together on 
Super Game Boy. 

Black Pearl continues the recent run of classic arcade games 
that arc headed for release this fall This Super Game Boy pak 
contains Battlezone and Super Breakout, both originally 

released by Atari way back in 
1979. The green, vector line 
* graphics of Battlezone were 
considered to be pretty 
sophjstjcated in their day as 
they suggested a 3-D world 
The object of the game is 
simple, though You target 
an( j blow-up enemy tanks, 
missiles and planes that are hurting you Super Breakout has an 
even more basic premise You have to hit the bouncing ball 
against blocks to make the blocks disappear Of course, that's 
just for starters If you want to clean up on either of these clas- 

giAr ta, tu.r. Ic page 9G m ihio i nOl iih* j GdVlIC boy ivJVltVY. 

Two games in ont Garr ; Pak. Simple but involving game piny 
Q Confusing selection screen. 


Ponkey Kong '94 



GRUfl 



Company....Nintendo 

* Release Date.September 1996 

* Memory Size 4 Megabits 


m 


An arcade classic ape-dated for the '90s, 

Before Donkey Kong ever heard of Kremlings, there was a little 
guy named Mario who made life difficult for the big ape Years 
later, the arcade game that made DK and Nintendo famous 
returned as the first Super Game Boy enhanced title Now, as 
one of the Game Boy 
Player's Choice series 
games, Donkey Kong '94 
returns again. The classic 
construction-area stages are 
just the beginning of the 
fun. Nintendo has packed in 
dozens of new areas to baf¬ 
fle fans Along with the 
greater complexity of the 

new stages, you'll find greater challenge, too In all, DK has 100 
areas to keep you going ape 

a A $19 99 MSRP is hard to beat Newsftyttflk' l 
o Arcade style control m ly seem awkward 



ICON 







-spue 


1-PLAYER 

MODE 


MULTI-PLAYER 

ALTERNATING 


MULTI-PLAYER 

SIMULTANEOUS 


PASS¬ 

WORD 


BATTERf-BACKED 

MEMORY 





GAME SUPER GAME BOY 
LINK ENHANCED 


SUPER 
FX CHIP 


© mum power 















































tufia 11: Rise trf the Sinistrals f'tT S 
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Company Natsume 

> Release Date .——August 1996 
* Memory Size —.20 Megabits 



Natsume's sprawling adventure finally reaches 
the stores. 

Last May, Nintendo Power 
first covered Lufia II- Rise 
of the Sinistrals, but 
Natsume didn't get the 
game out the door until 
recently No epic game 
fan will want to miss this 
one, though. The Dual 
Blade is resonating and 
the Sinistrals see it as a 

sign to challenge the leadership of the earth Your hero, 
Maxim the monster hunter, sets off on a quest to stop them. 
He will be joined by a party of characters and beasts, some of 
them fighters and others magicians. Lufia II crosses some of 
the boundaries between RPGs and adventures by using a 
number of features that you find in games such as Legend of 
Zelda- A Link to the Past. Maxim can push blocks, shoot 
arrows, hit switches and use other skills. The magic system 
varies from most RPGs m that spells can be focused on one 
enemy or cast on an entire group. In dungeons, the Skills fea¬ 
ture lets you deal with foes in real time rather than sending 
you to a battle screen. Using a ring menu similar to the one 
used in Secret of Mana, you can choose a skill and use it 
against baddies or use it to solve puzzles. 

A sprawling epic with RPG and adventure features Player friendly. 
Good graphics. Lots of play value. Four slots of battery-backed- 
memory 


o 
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Play control is a bit quick. 
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Company.........-..Nintendo 

* Release Date -.--October 1996 
Memory Size—*.8 Megabits 


Create a masterpiece on your Super NES. 

Mario Paint gives users the power to create art, animation and 
music on their television screens All they need is imagination. 
The Creativity Pak includes the Mario Paint Pak, a Super NCS 
Mouse and a special mouse pad Paint tools include various 
pens, brushes, an airbrush, fills, color palettes and the Stamp 
tool that lets you copy and paste images endlessly. The anima¬ 
tion tools let you move figures along a path and cycle between 
frames for true, multi-frame animation like you see in cartoons 
The music editor includes a variety of sounds that are placed on 


the musical staff just like 
written notes. Every 
Mario Paint feature can 
be learned quickly, but 
the results can be star¬ 
tlingly good In many 
ways, including user- 
fnendliness, Mario Paint 
is more powerful than 
many PC paint and am- ~~ 
mation programs. If you don't have it, you're missing out on a 
world of possibilities 


O Open-ended, creative fun Easy to learn and use Powerful graphics 
effects 

o Only one picture can be saved at a time 



* Mortal Kombat Trilogy 






Company -—.-.-Williams Entertainment 
|'' r* Release Date ——November 1996 
^ ^3 Memory Size —64 Megabits 

The biggest MK of all time comes to the N64. 

Williams Entertainment set out to create the definitive Mortal 
Kombat game for the new Nintendo 64. After all, the most pow¬ 
erful video game system deserves the most powerful MK And 
that's exactly what they 
did Mortal Kombat 
Trilogy includes more 
fighters than any other 
game, including special 
characters from previous 
games, including Rain, 

Smoke and Noob Saibot, 
all of whom can be 
accessed right from the 1 
start in this new game. The play control and moves remain clas¬ 
sically MK in style, featuring dozens of Fatalities, Animalities, 
Babalities, Friendship moves and Brutalities. You can also score 
on Aggressor moves and Kombos Use of the Control Stick or 
Cross Pad on the Controller is up to the player, along with other 
setup functions including music channel separation and diffi¬ 
culty levels. In addition to one- player and two-player vs 
modes, you can play two character Vs two characters, three vs 
three or an eight player tournament mode It's big in ever sense 
of the word Nintendo Power enters the tournament this month 
and shows you how to score that flawless victory At press time 
we learned that the game will ship in early November 



Q 
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Tons of Kombat ants Excellent options Good play control and 
graphics Kombat Kodes 

If you're looking for radicd differences from previous MK games, 
you won't find them here 
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Company..Williams Entertainment 

Release Date...October 1996 

Memory Size...2 Megabits 

Are you hungry for a classic arcade feast? 

This classic arcade game from 
Williams Entertainment never 
looked better Ms Pac-Man 
for the Super NES recreates 
the mazes full of energy pel¬ 
lets and ghosts that once ruled 
the video arcades. The experi¬ 
ence on the Super NES is pret¬ 
ty much the same, but 
Williams has added a number of options that will keep Ms Pac- 
Man entertaining for a long time. In addition to the normal 
Arcade mode, you'll find Mini Maze mode, Big Maze mode 
and Strange mode (which mixes the map modes) This month's 
review reintroduces the amazing Ms. Pac-Man 



o 
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Fest, fun and simple. 

Play Control is not responsive enough in Booster mode 


Prince of Persia 2 



Company.Titus 

Release Date.October 1996 

Memory Size....... 16 Megabits 


Puzzles, traps, sword fights and the sands of 
time are running out. 

The classic Prince of 
Persia format is given a 
new breath of life in this 
Super NES game from 
Titus The idea is simple 
You are a young, Arabian 
adventurer who must 
sneak through the sultan's 
trap-strewn palace to res¬ 
cue a princess Along the 

way, you'll battle magicians and swordsmen, solve fiendish 
puzzles, and probably wind up dangling on a spike about a 
million times Pnnce 2, like the original game, is unforgiving if 
you make one false step. This month, Power will reveal the 
path through the peril. 



Excellent animation Vonety of puzzles and traps 
Lots of repetitious play. Play control is touchy 





ghter Alpha 2 
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Company......Nintendo 

Release Date.October 1996 

Memory Size....„. 32 Megabites 


The original street fighting series returns for 
the Super NES. 

Capcom's Street Fighter II senes started the whole fighting game 
craze that has led to Mortal Kombat, Killer Instinct and a horde 
of tournament fighter also-rans. But there's something special 
about Street Fighter, and Street Fighter Alpha 2, which is being 
released in North America by Nintendo It returns to the basic 
formula that made SF II one of the biggest names in video 
games For players familiar with earlier SF (I games, Alpha is 

faster It has more new 
moves, new characters and 
a distinctive comic book 
style of graphics that looks 
great Nintendo Power 
started digging into this 
game as soon as it was 
completed Now you can 
get the first, in-depth look 
in this month's review. 

Fast Fun New and familiar characters plus Super moves 



(j|} Uneven character balance 


•Super Mario Land 


Company...Nintendo 

Release Date..October 1996 

Memory Size.512 Kilobits 


gaifia 

ml 




The first Mario game 
| for Game Boy is back 
1 in time for the release 
of Game Boy Pocket. 


Super Mario Land for Game 
Boy appeared with the release 
of the hand-held system back 
in 1989 SML is a charge- 
straight-ahead-and-stomp-the baddies kind of game, refreshing 









EflUfi 


1-PLAYER MULTI PLAYER MULTI-PLAYER PASS- BATTERf-BACKEO 

MODE ALTERNATING SIMULTANEOUS WORD MEMDRY 
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for its simple approach and nice graphics. Sarasaland may look 
a bit different from the Mushroom Kingdom, but players will 
have no trouble discovering the Coins, Stars and Superballs. 
Mario also uses vehicles, flys an airplane and dives underwater 
in a little sub This is a great addition to the Game Boy Players' 
Choice series. 

Four worlds and lots of fun. A MSRP of only $19 99 
Some characters blur on the animation in some parts. 


I 
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Company..Nintendo 

Release Date.October 1996 

Memory Size.. M ..,32 Megabits 


Disney's Toy Story returns to the Super NES 
in 1996. 

No, history isn't repeating itself and time hasn't reversed. Toy 
Story, one of the megabits from last year, will find its way back 
onto shelves this fall, thanks to Nintendo. Thanks should also 


go to Disney Interactive lor creating the incredible graphics and 
varied game play of Toy Story in the first place. In the game, 
players take on the role of lovable Woody, the Cowboy, and 
Buzz Lightyear, the 
brash space ranger, in 
side-scrolling, racing 
and first-person stages. 

Surprisingly, the game 
contains some fairly 
challenging levels that 
will keep expert gamers 
jumping for joy and 
leave less-expert gamers 
sprawling in the dust With the introduction of the Toy Story 
video this holiday season, it's a good bet that demand for the 
game will increase If you missed it last year, this year's curtain 
call may be your last chance. 


Beautiful graphics Variety of game play. 

O Young Toy Story fans may find some areas frustrating Play con¬ 
trol is awkward at times 
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If you like the same types of games as our 
pro players, then check for his or her seal of approval on the chart. 

© Scott is Henry 

Sports, Simulations, Adventures Fighting, Action, Sports 

★ Leslie Ran 

RPGs, Puzzles, Adventures Action, Adventures, Puzzles 

•A- Paul ☆ Terry 

Fighting, Sports, Simulations RPGs, Simulations, Sports 


I OS R Ratings 


These Independant Digital Software Assoc, ratings 
reflect appropriate ages for players. The cate¬ 
gories include: EC-Early Childhood, K-A=Kids to 
Adults, T-Teen (13+), M=Mature (17+), A=Adult 
(18+), NR=No Rating. To contact the I0SA regarding 
tha rating system, call 1-800-771-3772. 
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m ,4 trap on your hardhat and power up your dozer, 

' I because Nintendo's Blast Corps for the N64 is 

■■ virtually ready to knock your door down. The 
j ■ W development team at Rare has been making 
changes, improvements and adding finishing touches to this 
demolition action-thriller. As you will recall from earlier 
episodes, the maverick missile carrier is roiling across the plan¬ 
et, leaking radiation and ready to blow if It so much as rubs 
against a lamppost But not to worry. All you have to do is climb 
into a special demolition vehicle and smash everything in the 
path of the leviathan. The latest version of the game that arrived 

at Pak Watch contained virtually all of the levels 
* m - and vehicles. The game begins with an 

'~ % W easy learning stage with the 

I ™ M bulldozer, then several 

I 1 1 paths radiate out, giv¬ 


ing players a choice of the direction they will take and which 
vehicle they will use next. Practice stages are included during the 
game to introduce you to destruction with different vehicles, 
which include trucks, cars, giant robots and more. 


Publisher — Nintendo 
Developer — Rare 
Memory — 64 Megabits 
Levels — More than 60 
Vehicles -12 (possibly 13) 
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Instinct fort for th gold and get* ft with 
Hare'* extraordinary N64 fighter based on Kl 2 
from the arcade. Kl Cold ha* h ali-incr ,-dibIe 
speed, a gazillion cod options for every lev *! of 
jbut favorite characters from Kl 2, bril- 
new-3-D raphics, end play control that 1 * a smooth as silk. 
T * i " t t^iidity, Duuugh and through. Whet a ditieowte <i lew 
months can make. The last time we saw Kl Gold, back at E3, the 
limited number of stage* worked as a basic demo of the game, 
■ ■ didn't yet indude detailed animated backgrounds or the new 
—and rswoMrw cunera options that make Kl Gold scorn 
O* a cinematic event than a 2-D fighter. The game 
following modes of play; Arcade, Team, Team 

Practice, and Training. Everything 
the special graphics effects that look 


sharper on a tdovffla 
tor and the music i^roWdy 
date. Next month, KfC^ld 


SOURCE Extra 


Publisher — Nintendo 
Developer — Rare 
Memory— 64 Megabits 
New Stuff — 3-D Arenas and Camera 
Motions, Practice/Training Modes 





























the reason is a good one; Acclaim is determined to add as much 
game play as possible. The idea is to make Turok more than a 
3-D shooter. Story and puzzle dements should make Turok a 
true adventure. In the meantime, we 
thought we'd serve up the next course in 
the feast of graphics. Bon appetite. 1 1 




S itus's fifth Super NES title of the fall will be 

arriving in stores in October. Incantation skews 
younger than most of the European company's 
▼ titles, both in theme and play 
challenge. The hero is a young wizard who 
uses magic in a side-scrolling adventure full 
of beautifully drawn backgrounds and car- 
toonish enemies. You'll run across goblins 
and guardians and a somewhat confusing 
scries of warps. Some of the warps lead to 
bonus areas while others take you to the 
next area you need to go. Your main goal in 
every area is to collect golden arrows. 


A toll keeper collects the arrows from you before you can face 
the guardian of the stage. The play control feels a lot like that 
of Prehistorik Man, but the hit detection is more forgiving. 

Again, that's good for younger or less 
experienced players. Another big help 
comes from the upgradeable wand attack. 
As you progress and collect Power-Ups, 
your wand will be able to launch a variety 
of fire balls and other shots. Although die 
simple side-scrolling action might seem a 
throwback to an earlier age of video 
games, if you're not careful, incantation 
may cast a spell over you. 


I_ i can.t 















f it's good enough for 32-bit, it's good enough 
I for Game Boy. The popular fighting game will 
W appear for Game Boy this fall, thanks to Takara 
“ ^ and Nintendo. Although you won't find 3-D 
graphics, you will find lots of fighting action in this four- 
megabit game. The Super Game Boy enhancements add to the 
look, but Toshinden plays just as well on Game Boy of Game 
Boy Pocket. Play modes include a one-player tournament and 
a two-player VS. match. You have eight fighters from which to 
choose: Duke, Fo, Fiji, Kayin, Sofia, Rungo, Ellis and Mando, 
and several hidden guardian bosses are waiting in the wings, 
including Gaia and Uranus. As in the original game, you can 
fight your opponent to the brink of the ring, then force them 
out into the void for a Ring Outl victory. Toshinden for Game 


Boy features fast furious play control, classic characters and 
excellent graphics for the smaller screen. 



i SOURCE Extra 





Publisher — Nintendo 
Developer — Laguna Video Game* 
Memory* 4 Megabits 

— 


Moots - IP. 2P VS. 
Fighters —11 



^ ast August, gamers in Tokyo had a chance to 
check out some of the latest games, including 
some games in development for .fin Nintendo 
64. Thu. biggest surprise wis the appearance of 
several tides from Konami, including a baseball game and an 
adventure that looked a lot like Legend of the Mystic Ninja for 
the Super NES, albeit with superior graphics. The crowded 
show also showcased several projects such as Blade and Barrel 
from Kemco, which Pak Watch introduced several months ago. 
Although there were few surprises at the Japanese show, sev¬ 
eral new publishers announced that they were working on 
N64 titles, including Japan Supply System, which is working on 


a game titled Chameleon Kid. The gam. is still in early devel¬ 
opment, but it ha$ some fun ideas. The kid hero, for instance, 
uses his super long md sticky tongue as a tool ind weapon. 
The 3-D graphics we t iw had few texture maps or special 
effects, but it was very early. Stay tuned fur Shoshmkai this 
November. 
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Black Pearl's connection with £A Sports continues to pay 
off. This hill, you'll see Super NE§ versions of College 
Football USA '97, NHL *97 and the already released PGA 
European Tour. The news on NHL '97 is that it will include 
both NHL and NHLPA licenses, increased on-ice speed, 
trading, full schedules, last year's all-star teams, season 
stats and special moves that include fighting. One new fea¬ 
ture that looks promising is the line coaching option. You 
can give each line a different strategy so that when you 
switch lines, the new scheme takes effect. 

On the Game Boy front, Black Pearl will include two 
titles that you've already seen in Nintendo Power: Urban 
Strike and FIFA Soccer '97. A third title. Madden '97 for 
Game Boy, will he released in November or December. 


|feRUNNER 
N64 


Big Bang Software of Bellevue, Washington, is working on 
an N64 game based on the classic Lode Runner. For long¬ 
time video game fans, the name Lode Runner conjures up 
images of ladders, treasure and danger. The game featured 
maze-like rooms through which the miner/explorer had to 
puzzle his way to reach the treasure or Mother Lode. In the 
new N64 version. Lode Runner goes 3-D, but not in the 
way that other titles have added depth. The viewpoint will 
be controlled by the game itself, with the camera shifting 
to give players the most dramatic or useful view. As in the 
original Lode Runner games, you'll be able to see the entire 
level, but those levels will now exist in three-dimensions 
and be filled with highly detailed items, obstacles and ene¬ 
mies. Recently we saw a quick demo at Big Bang. The game 
seemed to preserve the feel of the classic Lode Runner 
while bringing the game into the richer environment of the 
Nintendo 64. Although Big Bang is a relative newcomer to 
the development scene, the company contains veteran tal¬ 
ent from such companies as Bullet-Proof Software and 
Microsoft. 


NINTENDO POWER 


quick-bikes on Nintendo 64 development 
include a couple of notes from Nintendo Company Ltd. in 
Japan, where Super Mario Kart R and Star Fox are report¬ 
edly in the thick of development Super Mario Kart R 
should be ready shortly after the new year. Star Fox will 
follow Kart by several months. 

Wayne Gretzky 3-D Hockey from Williams is scheduled 
for a November release along with NBA Hang Time, 
although these dates may shift. Wayne Gretzky is getting 
some extra development with the addition of the full, sim¬ 
ulation mode first mentioned in our Nintendo Power pre¬ 
view. Doom 64 from Williams should be available during 
the first quarter of 1997. War Gods is scheduled for that 
period, as well. 

i¥H££T R ACERy lit* 

Ubi Soft plans to release a version of Street Racer for Game 
Boy by the end of the year. The Super NES version of Street 
Racer included multi-player modes and Mode 7 scrolling 
for a wild ride against some pretty oddball drivers. The 
Game Boy Street Racer may be a bit tamer, but it should 
retain plenty of speed, twists and weird characters. In a 
related development, Ubi Soft recently went public m its 
home country of France. The North American subsidiary 
plans to expand Hs presence in the gaming market here. 















DARK RIFT DEMOS 
ALIAS/WAVEFRONT 


Kronos Digital Entertainment, the developer of Dark Rift 
for Vic Toltai, is showcasing its early N64 work at the 
Siggraph show in Tokyo. Alias/Wavefront asked several 
developers, including Kronos, to demonstrate products 
created with Alias technology. An early look at the game 
graphics here at Power impressed us all. Kronos, which has 
worked with 3*0 graphics for television and interactive 
media, has mastered die use of special effects. Vic Tokai 
hopes to send us some shots for our November issue. 


mMHG EUTO N64 


Good news. Contrary to what Nintendo Power printed last 
month about the N64 containing no A/V Cable, a Stereo 
W Cable* included ter easy hook-up to most modem 
television retit ^ Some owners, however, may have older TVs 
that require an Rf input indead of A/V Cables, and the 
N64 does not come with an RF adapter. Out not to worry. 



A/V CABLES (INCLUDED 


VIDEO 


AUDIO 


Owners will be able to purchase an RF 
Nintendo retailers. If all 
be once you've read the N64 manual, 
wanted tu know 


kh at their 


RF SWITCH (SOLD SEPARATELY) 
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Coming Next Issue._ 

Volume 90, November 1996 



Double Trouble! 





K's a jungle out there and only Nintendo Power 
has the tips and strategies to get you through! 
Catch the in-depth, exclusive DKC 3 review in the 
November issue. 


N64 IN DEPTH: 


mom 


Get the com¬ 
bos, tricks and 
strategies for 
Killer Instinct 
Gold, the 
most highly 
anticipated 
fighting game 
for the N64. 
November's special review has everything you 
need to humiliate your opponent. 




shadoiwR of the empire 

continued' 

Who's behind the plot to assassinate Luke Skywalkerf 
Darth Vader? Jabba the Hutt? Or the mysterious under¬ 
world organization known as the Black Sun? Blast into 
hyperspace with Dash Rendar as he delves deeper into 
the Shadows of the Empire. 


WAVE RACE 64 


It's the wettest, wildest 
ride on the N64! Bounce 
across the waves and 
claim the checkered flag 
with Nintendo Power's 
eight-page review of 
Wave Race 64. 
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It's tbs moi 6 
you c in h«w 

. cirdboard box 


”'***£9* - 

NINTENDO 64 ] 


n oh«flW 
C Uk* YOU t 


c >c cental 

g«mt PJuff 


To play ° r ^rz 

^3. Tbit'* 


At part of the block 
party, a Nintendo 
trailer with multiple 
play stations will 
come to your house! 


K also includes* 

5 Nintendo 64 System 
end Super Mario 64 tm 
G ame Pak. 


YOU COULD 
WIN A* 


/rfld > SUPERPOWER 

(' _ 1 1 | CLUB MEMBERSHIP! 

VliPw you could 

J 9 KiWr S'! ^7" NINTENDO 64 

7 Game cartridges feature real time, 3-D graphics! B Its the ■ / • 1 1 

world’s first 64^it video game system 9 New X buttons'change (Aft fclr W A 

a pleyer% perspective 10 Controller has n memory pack accessory ™ ™ ^ ^” I L <$■ 

11 In this 3-D environment, characters can go wherever you want Am a p |j || 

them to 12 3-D stack allows revolutionary 36CWegree movement. W V “ • 

YOU COULD WIN A kihtebb © 64 ! 

PHONE CARD! 


Membership includes 12 free issues 
of Nintendo Power magazine, the 
Super Power Club catalog and 
Power Stamps you can use to buy 
exclusive Nintendo merchandise! 


W«tcb features e duel image hologram, 
a leather band and en embossed 
Nintendo 64 logo 


Phone card ha* six 
mnutfs and forty 
seconds ol free phona 
Uitw and can he used to 
cal the Nintendo Power 
Lne ta get the com ptet? 
scoop on Mrtando 64 
and nstde bps on ymr 


SEE THESE SPECIALLY MARKED 
PACKAGES FDR VOUR CHANCE TO WIN! 



® Kpllogg Company O 1996 Kellogg Company 


*TM <^S0WN logo are trademarks of N ntsndoof America Inc ©1996 Nintendo 


Something rleap down in your Z4 'Cuz we double ? f} INSTANT 77 ZA ZC Fame fortun# ZA Z 7 5«»u$« ant, Mntwxio liuund really ZO lt‘» bwtter chtn ploying 

gut says this *s ynur lucky day* J'* dsre y° u “! GRATIFICATION* 1 «nd power! M /C', mJf . coo* P»fl l«tln. (Ellafif Kay) (Inttndo tay) -stS* in instant low garni! 

































Our goaf is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 


Wo am only interested fa preserving classic magazines 

that are at leasts years out of print 

We have no desire or Intention to profit from these fa any way. 

So please. If you come acmes people trying to aeti these releases, don't support them! 


Thank You and ENJOY! 



